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THIS BOOK... 


is mostly made out of boredom. After being done 
with my last project, the Sega 32X/CD book, | had 
to do something else. Not wanting to do another 
book in the same vein as the other, | decided to try 
something else. So | made this shameless product. 


The book includes information on 35 of the North 
American releases of NES games. The games are 
listed in somewhat of a chronological order, though, 
| have not included the very first 35 games, there 
are holes here. Information are almost exclusively 
taken from wikipedia, and the pictures are most- 
ly from either mobygames.com or gamefaqg.com. 


| originally started out with a bigger book includ- 
ing information on more games than the mea- 
sly 35 games, but my indesign file was acting up, 
and | didn’t feel like arguing with it, or reformat my 
tired computer. If some people feel like they would 
rather read this PDF than reading the wikipedia 
like normal people, | may make more volumes. 


NoCopyright © 2015 by DaddaRuleKonge 
All rights are NOT reserved. EVERY part of this publication may be reproduced, distributed, or transmitted in any form or by any means, including photocop- 
ying, recording, or other electronic or mechanical methods, without the prior written permission of the publisher. I do not own anything in this book. You use 
part of this publication on your OWN RISK though. As places in this book may have a copyright by the original owner. 





Baseball is a 1983 video game 
from Nintendo, one of the 
first launch titles for the Nin- 
tendo FamiCom. In 1985, the 
game was featured prominent- 
ly amongst the 18 titles at the 
Manhattan test market launch 
of the NES, being demonstrat- 
ed on a large projector screen 
by real Major League Baseball 
players. The game's launch po- 
sition and the universal appeal 
of its namesake sport are said 
to have made Baseball a key to 
the NES’s overall success, and 
a] almlan) eke)ars|aiame)(-1eo me) mm i iaicslarele) 
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As in real baseball, the object of 
the game is to score the most 
runs. The game supports one 
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ponent, or two players. Each 
player can select from one of six 
teams. 


Though lacking a license to 
give official team names, their 
initials in the game are meant 
to represent the names of real 
teams from the Japanese Cen- 
tral League or the American Ma- 
jor League Baseball in their re- 
spective regions. In gameplay, 
dal=me)alhyau) r-leii(er-] elliis)a>)a(eom Olon 
tween the teams is the uniform 
(ofe) [e) 5 
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C: St. Louis Cardinals 
Dye os-waNale[=)(-1- Blots (e(-) g- 
P: Philadelphia Phillies 
R: Kansas City Royals 
Y: New York Yankees 


The tithe screen music of this 
NES title also appears as the 
title screen music of some of 





Nintendo’s other NES Sports series titles such as 
Pro Wrestling. A slightly altered version of it appears 
at the title screen of the Nintendo’s NES title, Vol- 
leyball. The home run music appears as the victory 
tune in both Punch-Out!! and Super Punch-Out!! ar- 
cade games. 


IGN gave Baseball a 5.5 out of 10 in 2007, noting 
its depth of pitching, its two-player support, “its still- 
intact sense of fun’, and its important place in Nin- 
tendo’s history. The review said that the 1985 test 
market launch of the Nintendo Entertainment Sys- 
tem had “heavily relied upon” Baseball, due to the 
globally recognizable status of the sport. The re- 
view summarized that “the NES came out a winner— 
thanks, in part, to Baseball”. 


GameSpot gave Baseball a 4.2 out of 10 in 2006, 
Stating that while it was easy to play, the “bare- 
bones’ replica of the sport “hasn't withstood the test 
of time.” 


Baseball was also released for the arcade as vs. 
Baseball. The game is slightly different from its NES 
counterpart, featuring additional graphics as well as 
some speech. Baseball was also one of the games 
available for play in PlayChoice-10 arcade ma- 
chines, released in 1986. 
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Clu Clu Land is an arcade and 
NES game released in 1984 in 
Japan, later released in North 
America in 1985 as a NES 
launch title, and in Europe in 
1987. It was released for the Wii 
Virtual Console in North Amer- 
ica in 2008 and in Europe and 
Fe] 0y=] 0 a mPACLOo mun colmmial> MN ilali=larele) 
C)DISm\Alaier-] mO@xe)alsye)(om lamvr-]8)-]0mle 
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Europe in 2014, and for the Wii 
U Virtual Console in 2013. 


Although “Clu Clu Land” is the 
o) i iferr=]m=yalelicyamiielcmie)mialouer-laaion 
“Clu Clu” is actually a romaniza- 
tion of “Kuru Kuru”, a Japanese 
onomatopeia word that refers to 
Yolant=1ta}i ale mmole) jale mumr-|aol0 lace mm-lale 
around”. In order for Bubbles to 
move around the mazes, she 


must grab onto poles with her 
hands. When she holds on to a 
pole without letting go, she spins 
“around and around”. The same 
phrase is also the basis for the 
title of the Game Boy Advance 
game Kuru Kuru Kururin. 


Clu Clu Land's story starts with 
a type of sea urchin, the Unira, 
Stealing all of the treasures in 
the underwater kingdom of Clu 
(©; [Cie =] ale Fam =10)0)0)(~\-yamm | a(- mma -1 00) 
sets out to retrieve the treasure. 
i al-me)e)(-\e1 me) im igiomel-lan(om meme lace 
(ofo)V{<) a=] tate me [0)(6 Ms ey-]esmer=]| (210M [ae 
gots in each stage while avoid- 
ing the Unira and Black Holes. 
Ingots usually form a shape 
such as a heart or a mushroom. 
a iat=e)a) Van 'c- han 1610) 9)(-\-mer-lammcelan 
around to change directions is 
by means of Turning Posts lo- 
cated throughout the stages. 
Bubbles can stun the Unira by 
using a Sound Wave. When 








they are stunned, Bub- 
bles can push them 
intoawalltogetridofthem 
and receive points. If 
Bubbles is hurt by the Unira, she will 
lose a life. A life is also lost when 
15 JU] 0)0) (>> same rs] |S 01 (0 Ms Be =] [>| 61, ms) (> 
or when time runs out. The game 
ends if Bubbles has lost all her lives. 


In later levels, the player must pass 
over the Ingots twice to uncover them, 
and passing over them in later levels 
will re-bury them. 


An expanded edition known as Vs. Clu 
Clu Land was released for the coin- 
op Nintendo Vs. System. It contained 
twice aS many puzzles, a new enemy 
(Boss Unira), different level themes, 
and some other adjusted game fea- 
tures. A port of this version was re- 
leased as the last game for the Fami- 
Com Disk System, titled Clu Clu Land: 
Welcome to New Cluclu Land. It con- 
tains a few minor enhancements such 
as difficulty selection. Both the NES 

and FDS versions are un- 

lockable in the Nintendo 


GameCube title Animal Crossing while 
the latter was re-titled Clu Clu Land D 
o)0) K}(el= Me) mer-) 8y- 108 


In September 2001, the game was 
ported to the Sharp Zaurus series of 
DANSE 


Bubbles appears as a trophy in Super 
Smash Bros. Melee, and Clu Clu Land 
NES music as well as the Unira enemy 
as an item Is in its sequel, Super Smash 
Bros. Brawl. She reappears again as 
the last secret character in the Game 
Boy Advance game DK: King of Swing 
(which was inspired by, if not some- 
what of a remake of, Clu Clu Land). 


als) c<m [oor- I Oa10 O11 0m mr-lalomanl(eigeler-lealomia 
WarioWare: Smooth Moves for Wii, as 
well as a Clu Clu Land “Spintendo’” mi- 
crogame in WarioWare: Twisted! 


The rupee from The Legend of Zelda 
series was modeled after the Ingot 
J 0) si(omice)anm@al0m@s0mmr-)alomm Nalomacvelllaniare 
Digdogger enemy is said to be a mas- 
sive Unira. 
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Duck Hunt (Dakku Hanto) is a 
Nola} me [el amsjalele)(=)mre(-\V/-1 (0) 8\-16m-1a16 
published by Nintendo for the 
NES. First released in Japan, 
it was later released in North 
America as a launch game for 
the NES. 


Duck Hunt is a shooter game in 
which the objective is to shoot 
moving targets on the television 
screen in mid-flight. The game 
is played from a first-person per- 
spective and requires the NES 
Zapper light gun, which the play- 
er aims and fires at the screen. 
Each round consists of a total of 
ten targets to shoot. Depending 
on the game mode the player 
selects prior to beginning play, 
one or two targets will appear on 
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the screen at any given time and 
the player has three shots, or at- 
tempts, to hit them before they 
(o [iste] e) ore] m 


The player is required to suc- 
cessfully shoot a minimum 
al0janel=)me) mm r-|ae(>1cmlame)ge (>) me-[6p 
vance to the next round; failure 
will result in a game over. The 
difficulty increases as the player 
advances to higher rounds; tar- 
gets will move faster and the 
‘aaliaviealejanmmalelea|e\>) @me)mmr-|se(>1tmare 
shoot will increase. The player 
receives points upon shooting a 
target and will also receive bo- 
al UKowm ole) [al tswm (o)am)avele)ijaleme-|i Mm (o10 
targets in a single round. Duck 
Hunt keeps track of the play- 
ers’ highest score for all games 
played in a single session; it is 
lost, however, upon shutting the 
game off. 
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Duck Hunt is based on a 1976 elec- 
tronic toy version titted Beam Gun: 
Duck Hunt, part of the Beam Gun se- 
ries. The toy version was designed by 
(© UT a} o=) mm Zo) .<o) mr-]ale Mm \V/rokst- hel (mmel=lealeles 
for Nintendo. Nintendo Research & 
Development 1 developed both Duck 
Hunt for the NES and the NES Zapper. 
The game was supervised by Takehiro 
Izushi, and was produced by Gunpel 
Yokoi. The music was composed by 
Hirokazu Tanaka, who did music for 
several other Nintendo games at the 
time. Designer Hiroji Kiyotake created 
the graphics and characters. 


Duck Hunt has been placed in several 
combination ROM cartridges. In the 
Action Set configuration of the NES 
In the late 1980s, Duck Hunt was in- 
cluded with Super Mario Bros.. This 
particular cartridge is found very often 
in the United States, due to it being in- 
cluded with the purchase of a NES. A 
Power Set was also available, which 
included the Action Set, the Power 
Pad and a 3-in-1 cartridge that includ- 
ed Duck Hunt, World Class Track Meet 


rete: 


and Super Mario Bros. 


Duck Hunt features a nameless non- 
'o)Feh¥£=]9)(-m ale laverale mellem (o)icslaMesiic1acccom ce 
by the media as the “Duck Hunt Dog” 
or the “Laughing Dog”) that accompa- 
nies the player in the “Game A” and 
“Game B” modes who provokes and 
retrieves the fallen ducks. The dog is 
Talcelanleletswer-]ale mm lere)al(omm co)amm(-lelelaliale meant 
the player whenever the player fails to 
shoot any of the ducks on screen. The 
dog has been labelled as “one of the 
most annoying video game characters 
ever’ by numerous gaming critics and 
iXel6]aar-)itsicwmlacer(uceliale mle Nmr-lalemer-lanotor 
Radar, and many have expressed the 
desire to be able to shoot the dog. 
Both IGN and Nintendo Power have 
referred to the dog as something play- 
ers “love to hate.” The dog’s perceived 
“smugness” has helped him appear 
on several “best of” lists. In their lists 
for “Top 10 Video Game Dogs,” 1UP. 
com placed the dog seventh, praising 
iialomo (oles ere) alile(>)alex-mcolmmat-l6le|all aren) are) 
frustrated human with a loaded rifle.” 
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Gyromite, also known as Robot 
Gyro, is a video game released 
in 1985 for the NES, designed 
for use with the Robotic Oper- 
ating Buddy. Gyromite is one of 
two games in Nintendo’s Robot 
series, the other being Stack- 
UO] oe (A, 0. m0) 010) =) (0(01,0 Rm a=) 
opening screen of the game 
shows the title Robot Gyro, the 
Japanese name of the game for 
the Family Computer. Essential- 
ly, the Gyromite game program 
FSMUralolat=lave(=xom icelagmiatsmar-lanliee)an 
mie) 9l0) MON coNer-]agiele(-me-lalemantslany 
© Wigo)aali(smer-|ata(ele(-:smere)aiceliamin= 
circuit board from a copy of “Ro- 
bot Gyro,” attached to an adap- 
tor that allows the game to be 


played on NES consoles. Fami- 
(Ofe)aamer-lanlstomar-(emel0n)/amere)alalcien 
tors, so the adaptor converted 
the game so it can be used with 
the 72-pin connector in an NES. 
As a result, the internal cartridge 
adapter can be removed from 
affected copies of the game and 
used to play other Japanese 
fmra) 00) 1@xe)anmer-]anls\ome)amialom | =toy 


The plot of the game revolves 
ra] 40) 0] 016 Mil wea £0) (>1>J<10) SN ms (>101(0) =] 818 
his assistant, Professor Vec- 
Co) eum Mal\VmarohVd(@ro](c me) (e(ourciel ge) i ale 
platform levels with the help of 
their creation, R.O.B. Their lives 
are threatened by dynamite and 
hungry little bird-like creatures 
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sleep-walking tendencies get him in 
1g0)610)(serskoms)1e 


As the Professor character moves 
through the levels, R.O.B. must aid 
navigation by raising and lowering red 
and blue gates. When a Gyro depress- 
es the red pedestal, a lever presses 
the B button on Controller #2 and red 
gates are lowered. When a Gyro de- 
presses the blue pedestal, a lever 
presses the A button on Controller #2 
and blue gates are lowered. The action 
on the screen never stops, so while op- 
erating R.O.B., the on-screen charac- 
ter continues to be vulnerable. 


The game feature two game modes: 
Game A 

In this mode for 1 or 2 players, the 
player controls both R.O.B. and a Pro- 
fessor character, switching on the fly. 
Professor Hector (Player 1) and Pro- 
fessor Vector (Player 2) must collect all 
of the bundles of dynamite in each of 
40 successive levels. When the player 
presses start: the screen turns blue, 


the Professor looks outward from the 
screen toward R.O.B., and the next 
button pressed issues one command 
to R.O.B.—every command to R.O.B. 
must be preceded by a press of the 
Start button. Wandering Smicks are 
a threat, but are harmless when eat- 
TateMm ats (0) aa)|9s-mmcolejacemmiaicoleielavelelmmual= 
phases, which the professor may pick 
up and move at will. A Smick crushed 
in a gate is worth 500 points. Bundles 
of dynamite are worth 100 points. Tens 
of Seconds left on the clock after each 
level are worth 100 points, while the 
ones digit are worth 10 points. Five ex- 
tra lives are supplied. 


Game B 

In this single-player mode, Professor 
Hector is sleepwalking, and the player 
controls only R.O.B. Commands need 
not be preceded by the Start button, as 
R.O.B. is controlled directly. The Profes- 
sor starts at the left edge of the screen, 
and walks slowly toward the right side of 
the screen. The player must use R.O.B. 
to move the gates, allowing the Profes- 
sor to reach the right side of the screen. 
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Hogan’s Alley is a 1984 video 
game by Nintendo. It was one 
of the first games to use a light 
gun as an input device. The 
game presents players’ with 
“cardboard cut-outs” of villains 
a] ale Mm [alalecexs)aimernydlit=|alseam Malem ©) (= h¥ce 
er must shoot the villains and 
) oye] com alom [alale\exsyalmel=1e)®)(oe 


The basis of the game revolves 
around Hogan's Alley, a shoot- 
Tae c=)ale(= me) am iarome|gelelale lomo) migr= 
>) 9] =161F=] fl wae) | (> Bw \e10 (010) =| an Or-]0018) 
Perry, a training facility for the 
hfe) ar=] am [6r-]c0 Me) mmcal- mm Ol ayiceve 
'S) f=] (1s a BL) O11 6+ [>] I @) | [01> 
Syo1a Tole) mei (els{-10 me lO aleve mule) somulcals 
ll. In 1987, approximately three 





years after the release of the 
video game Hogan's Alley, the 
FBI Academy in Quantico, Vir- 
ginia established a small, simu- 
lated city called Hogan's Alley 
to serve as a venue for training 
(o) oy=1 =] (0) alse 


The game begins with three 
cardboard cutouts moving into 
position against a blank wall 
and turning to face the player. 
i al=more|(e)biccmell-je)t-hyar- manly dielaome)i 
(ofelalefsi(c)acmr-] ale Mm lalarerersialeaiasyarel ha 
people; the player must react 
(o [Ul (o.d\Var=] alo m=) alelelme) al ham laromer= ale be 
sters. In later rounds, the back- 
drop changes from the blank 
Y=) | Co ur= i o1] AY ©) (0l@] Gum tg meio) gaT> 
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already exposed as they emerge into 
view. The player is confronted with five 
cutouts in each of these latter rounds. 


After five rounds apiece in the wall and 
city block, a bonus round is played. 
Here, the player has a limited supply 
o)i=]aalanleraliiceyamuditam2a)(ea mn (em) alele) mele) 
Kom (slam tia mers) acm ia)ce)/iamice)same)alcm-)(6(o me) 
the screen, trying to bounce them onto 
(eYeole(=t-ur-] Ma lalmme) 0) 9le\-Ji(- mr) (6(> mm) am ole) alice 
After this round, the player returns to 
the wall rounds and the game contin- 
ues at an increased speed. 


SJ aloo) il alem=]amialalexers)alm e\-)e-10)amme) mr-liiiare 
to shoot a gangster, costs the player 
one life. No lives can be lost in the bo- 
nus round. When all lives are lost, the 
game is over. 


The game is available on the NES and 
as a Nintendo VS. System Game Pak, 
which was installed into VS. System 
Arcade cabinets, both upright and the 
“Red Tent” Cocktail. The controls con- 
sist of a single light gun. This was a 
rather novel input device for a game of 
its time and added to its appeal. 
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Hogan’s Alley was ported to the NES 
in 1985 for home use. In the United 
States, it was one of the original 18 
launch titles for the system. Here, there 
are three modes: “Hogan's Alley A” 
(the blank wall), “Hogan’s Alley B” (the 
town), and “Trick Shot” (Shooting soda 
(or=) alow Co ofole | alexom lat >)pa me) aicom(=ye(e[-1-) B 


lt was also an April Fools joke on IGN 
that the game would be ported to the 
Nintendo DS as part of the Classic 
NES Series using the touch screen as 
a substitute for the light gun. The an- 
nouncement was only a prank. Parts of 
the game do, however, appear in form 
(o) mn (0) 0 [o10 mr-Xo1-{-10 0x0) a1 (00) | (=16 Mmmanl(@1f010 be 
ames in WarioWare: Touched!, one of 
Wa) (ola im lowr= ile) ale [= )emagl(eigelel-lealommr-] ale mm lars 
game soundtrack is also unlockable for 
listening. 
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an’s Alley as 1988’s Best Target Game 
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Ice Climber is a vertical platform 
video game developed and pub- 
lished by Nintendo for the Nin- 
tendo FamiCom in Japan and 
the NES in North America in 
1985. In Ice Climber, the char- 
acters Popo and Nana, collec- 
tively known as the Ice Climb- 
ers, venture up 32 ice-covered 
mountains to recover stolen 
vegetables from a giant condor. 
In some European countries, 
the NES console was sold bun- 
dled with the game, increasing 
Koro @1 iia) e\=) mcm r-lanllitclainvamelenecy(e i> 
Japan. 
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lce Climber, along with NES 
Open Tournament Golf, is one 
of two games directed by long- 
time Nintendo producer Kenji 
Miki. It is also the first video 
game programmed by Kazuaki 


game programmed by Kazuaki 
Morita. He considered his work 
on Ice Climber to be a “warm- 
up” before becoming a main 
programmer on Super Mario 
Bros. Morita was later credited 
with central programming roles 
Tam alelaatsieelelomili(scomVVIallamials mele ce 
per Mario Bros. series, The Leg- 
end of Zelda series, and in Star 
Fox 64. 


In the game, the first player con- 
trols Popo, a boy wearing a blue 
Eskimo parka, while the second 
player controls Nana, a girl wear- 
ing a pink Eskimo parka. The 
only tool they carry is a wooden 
mallet to carve openings in the 
ice above and to club enemies. 
Each mountain level consists of 
eight layers of colorful ice and a 
bonus stage. Standard, dull ice 
10) (oko om oleysi-malemialasr>]melials lm arele 
an easily disposed of barrier 
and platform. Square ice blocks 
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with higher detail are indestructible, 
ie) celjalemigtom e)t-\V>) mn (em t=].(om-] ale lini) mere iap 
Hatched ice acts as a conveyor belt 
sliding the Eskimo either left or right. 
Finally, many mountains include un- 
breakable moving platforms resem- 
bling clouds. The bonus stage takes 
place at the peak. Within a 40-sec- 
folate Mm tinatsmilealiaor=]avemalem-jal-anl(\cpmualom lec 
Climbers often face trickier jumps and 
nail lids ®)(mmaalealavemm ¢)f=10(0)sa0\cwum Mao im Oot-].4 
is also the only place to recover stolen 
W{=\e (=) t=] 8)(<\o puma g(0)~) Mm al@) =] 8) \V ame -1616] 0) f=] ate 
Collecting just one piece of corn from 
the fifth bonus stage is the only way 
to gain an extra life. At the top of the 
peak, the Condor flies overhead. 


Enemies encountered on the way up 
the mountains include the Topi, Nit- 
'o)(o1 (=) urs] ATO MAYA A1iCom ={o1~] Me) 0) 8)(=1> mere) gals 
in two varieties: the blue seal featured 
in the Japanese FamiCom Ice Climb- 
er release, and the short yeti seen in 
Western versions and Vs. Ice Climber. 
Toppies have the ability to fill in holes 
in the floor with ice. To do this, a Topi 
scouts out opening in the floor, runs 


back to its cave, and reemerges push- 
ing an icicle to fill in two blocks. This 
process repeats until no more openings 
on their layer of ice exist. The Nit picker 
is a small, mountain-dwelling bird that 
swoops down from icy caves on the 
levels’ edges. Unlike the Topi, which is 
confined to one floor of the mountain, 
Nitpickers can cross over multiple ice 
Fe\V(-lesam ro] @l ale mcalslaemlaliom-leeelelalm-|(e)ale 
Wiidalmeatedvlalemmo)(-)ece)eeatomr-]ale mj i(ellale mec 
iiaayiatem [Ola] excmer- am elomaalelcomeliii(6| eum mals 
final enemy is the bipedal White Bear. 
This enemy, wearing sunglasses and 
pink shorts, appears on screen only 
when Popo and Nana take too long to 
advance. Pounding the ice, the Polar 
Bear forces the screen to move up. If 
an Eskimo is forced off the screen, the 
player loses a life. Other obstacles in- 
clude deadly falling icicles. These can 
co) gaame) am iai>mole)ice)anme)mr-lah’anavs 9\- m0) @) (=) t 
form. After a few successful mountains 
climbed, all enemies’ speeds increase. 
itelo) ms 


Ice Climber has been re-released for 
rom a16100) 01>) mmO)mm\ i1al(=)ale(omcment-|(e)mmer-lanliare 
(exe) aksxe) (>so8 
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Kung-Fu Master is a side-scroll- 
ing action game produced by 
lrem that was originally released 
as an arcade game in 1984 and 
distributed by Data Eastin North 
America. The game was initially 
released in Japan under the title 
of Spartan X as a tie-in based 
olaln dalomvr-(e1.4(>mOvat-lamiilenmaualsroi(s 
on Meals (which was distributed 
under the same title in Japan), 
however the game has no bear- 
Tale Me)amdatsme)(e)me)meat-millanmelely(el= 
the names of the protagonist 
ra] aloMmalicmelialin(slarommrsli(e\iuiale mm iaczan 
to export the game without the 
NTor<YalsY<m o)Varsyian) @)\ameval-]alelialemilitcw 


Bial=xe[-leatonucclsy ecole lucersconie)min-ven 
by Takashi Nishiyama, who also 
created Irem’s 1982 arcade-hit 


dla 





Moon Patrol, and later designed 
the original 1987 Street Fighter 
at Capcom before leaving to 
run SNK’s videogame develop- 
ment division, creating the Neo 
Geo arcade system board and 
its games like Fatal Fury: King 
of Fighters, Art of Fighting, The 
King of Fighters ‘94, and Samu- 
rai Shodown there, as well as 
several of their successors. 


The players controls Thomas, 
the titular Kung-Fu Master, as 
he fights his way through the 
five levels of the Devil’s Temple 
in order to rescue his girlfriend 
sylvia from the mysterious 
crime boss Mr. X. It is consid- 
ered to be one of the precursors 
to the beat ‘em up genre. 


Pell’ 





ran’ 


ran’ 

















ran’ 











IQ ERP EPH EPSP POPE PHP PE POPE PY PPE PPE PEPPY PPE EYP Pe) Pose 


ran’ 





The player controls Thomas with a 
four-way joystick and two attack but- 
Co) atsmce)m elelareralialemelaren.<(e.emelalil.comanlea> 
conventional side-scrolling games, the 
joystick is used not only to crouch, but 
also to jump. Punches and kicks can 
be performed from a standing, crouch- 
ing or jumping position. Punches award 
more points than kicks and do more 
(oFe}aat=le(owm oleimtal-vimue-|ale(omicm-jale) atc) a 


Underlings encountered by the player 
include Grippers, who can grab Tho- 
mas and drain his energy until shaken 
off; Knife Throwers, who can throw at 
two different heights and must be hit 
twice; and Tom Toms, short fighters 
who can either grab Thomas or som- 
ersault to strike his head when he is 
(o] go) 0 (ola) | ave pam @)aum=\\(-10 0 010 190)/81-) 9-10 mm i010) aoe 
the player must also deal with fall- 
ing balls and pots, snakes, poisonous 
nale)ia\cvmilnsma®)aor=)taliale mel e-lele)alcwmr-| ale m=) 
'o) (ole fale mexe)ajicitim ers) ice 


The temple has five floors, each end- 
ing with a different ‘son of the devil’ 
or boss who must be defeated before 
Wi avelantskomerslamerliaalemialcmc)rollecmcomialsmalsy.¢ 
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floor. Thomas must complete each 
floor within a fixed time; if time runs out 
(o) a al om=1al=) 46 hYan Kowexo) on) @)(=)(>)\ymele=|alscemmal=) 
loses one life and must replay the en- 
tire floor. If a boss defeats Thomas, the 
boss laughs. Although there are five 
bosses, the game only uses two differ- 
ent synthesized laughs. (The NES ver- 
sion uses a third, high-pitched synthe- 
sized laugh for the Black Magician, the 
fourth boss.) 


Once the player has completed all five 
floors, the game restarts with a more 
demanding version of the Devil’s Tem- 
ple, although the essential details re- 
nat=]iamelalevar-lale(s1e my amd(cier=] mare |(er-]t(e)ame)i 
the current house is displayed on the 
screen. For each series of five com- 
pleted floors, a dragon symbol appears 
Tal tat=me) ©) 9\=)eua(e/almere) gals) me)mial-mcieg-\-)08 
After three dragons have been added, 
ualomele= lee) am-)y00]9le)oms)llal.e 


lrem’s 1988 Vigilante was intended as 
a followup. The gameplay is nearly the 
same, but with a completely different 
plot added to it that takes place in the 
urban areas of Burkina Faso. 
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Super Mario Bros, the succes- 
sor to the 1983 arcade title Mario 
Bros., was designed by Shigeru 
WIMYZ2] 0 ate) Comr=] ale im ir=].¢-1>10) mm 40) ¢- 
both of whom belonged to Nin- 
tendo’s former Creative Depart- 
ment at the time. The game's 
development was motivated by 
a desire to give Famicom (i.e., 
Nifalcs)are(om =qal(clarclialaaicialmedcciician 
game cartridges) a swan song 
Tala ie |haxe)im tal-mco)avatere)ea)iave Mi ar-lanlce 
com Disk System, and to fur- 
ther progress Nintendo’s work 
on “Athletic games”. Originally, 
the game was based around a 
shooting mechanic with very dif- 
ferent controls. A desire to focus 
on jumping and the mapping 
of the mechanic to the A but- 
ton resulted in it being dropped. 
Unlike in Mario Bros., where 





Mario would be hurt by stomp- 
ing on turtles without first flip- 
ping them on their backs, Mario 
(ofo]0] (ole (=1=1-] mal ai(=tom O)’ars} ce) an] e)iare 
on their shells, as the develop- 
ers decided the previous meth- 
od had been illogical. The ability 
to have Mario change size was 
a result of basing level design 
around a smaller Mario, then in- 
tending to make his size bigger 
in the final version. They later 
decided it would be fun to have 
Mario become bigger as a Pow- 
er-up. Early level design was fo- 
cused on teaching players that 
Mushrooms were distinct from 
Goombas and would be benefi- 
cial to them: In World 1, level 1, 
the first Mushroom is difficult to 
avoid if it is released. 








Ueto VUES) al cele) gatomemeiat-]ale(-mciy4omWrals 
Tajiietsyalersrom omic) er-|(stomlamuialeram el-1e) 9) (= 
wander into forests and eat magical 
Mushrooms; this also resulted in the 
game world being named the “Mush- 
room Kingdom’. The “Infinite 1-Up” 
trick was by design, but the develop- 
=) m0 | (6 al@)M=9,401=101m 8)t-h\.-1 6m (OM Ol-m=]8)(- me) 
master it as well as they did. 


Development was aimed at keeping 
things simple, in order to have a new 
game available for the end-of-year 
shopping season. Originally an idea 
for a shoot-’em-up stage in which 
W/FeyaCem'\ol0] (el 6 lpa]ee)aliom-mel(elblem-lalemiln= 
at enemies was to be included; how- 
ever, this was dropped to maintain the 
game’s focus on jumping action, but 
the sky-based bonus stages still re- 
mained. 


Koji Kondo wrote the six-song musi- 
cal score for Super Mario Bros. Before 
composition began, a prototype was 
presented to Kondo for the game so 
that he could get an idea of Mario’s 
(of=Tal} r=] =) anlne)alant=jal em celalelomuigelcomuat= 
score with the help of small pianos for 
an appropriate melody of this scene. 


yAN (=) gm 10> (>0>1(0) 0) 00(>10] ©) Mn Ua MOT = 80T> 
showed progress, he realized that his 
nalts) (omme| (eM ale) Mmel6||(> Milam ials mm ey-[e\c MO) mm lal 
game, so he changed it a bit by increas- 
ing the tempo. The music was further 
adjusted based on the expectations of 
Nintendo's play-testers. 





Super Mario Bros. received favorable re- 
views, and further popularized the side- 
Yoigo)| {Tale mie) eles) aleome)mialsm=]|asv-(eh’m ele) @l0| r=] 9 
platform video game. This led to many 
sequels in the series that built upon the 
same basic premise. Altogether, ex- 
cluding Game Boy Advance and Virtual 
Console sales, the game has sold 40.24 
million copies, making it the best-selling 
i lel=Yomer=|eal-miamialcm\V/f-]sl@Mciola(o1 





Almost all of the game’s aspects have been praised at one time or 
another, from its large cast of characters to a diverse set of levels. 
One of the most-praised aspects of the game is the precise controls. 
i at=m 9)(-\',>)mu cere] 0) (mo mere)alige)male\\mallelam-)alemr-|m\Vr-]a(om10)an]eyseur-]arem aren 
fast he can run. Nintendo Power listed it as the fourth best Nintendo 
Entertainment System video game, describing it as the game that 
started the modern era of video games as well as “Shigeru Miyamo- 
to’s masterpiece”. In 2012, G4 ranked Super Mario Bros. first of the 
“Top 100 Video Games of All Time,” citing its revolutionary gameplay 
as well as its role in helping recover the NA gaming industry from the 
Video Game Crash of 1983. 








Hogan’s Alley is a 1984 video 
game by Nintendo. It was one 
of the first games to use a light 
gun as an input device. The 
game presents players’ with 
“cardboard cut-outs” of villains 
a] ale Mm [ayalexexs)aimernydlit= alse aloe ©) = hVce 
er must shoot the villains and 
J oye] com lalom |alale\exszalm el=1e)9)(oe 


The basis of the game revolves 
around Hogan's Alley, a shoot- 
Tale c=lale(=me)am lato me|nelelale lomo) mint~ 
Special Police School at Camp 
Perry, a training facility for the 
2) fe) ar=] mG 16r-] 00 me) Mmcal> mm Ol ayicere 
'S) f=] (1s a BO) O11 6+ [>] BN  @) | [> 
SYoia Tole) mei (elsi-16 me lO aleve me) semuUlcals 
ll. In 1987, approximately three 
years after the release of the 
video game Hogan's Alley, the 





years after the release of the 
video game Hogan's Alley, the 
FBI Academy in Quantico, Vir- 
ginia established a small, simu- 
lated city called Hogan’s Alley 
to serve as a venue for training 
fo) ol=1g-]1(e)alse 


The game begins with three 
cardboard cutouts moving into 
position against a blank wall 
and turning to face the player. 
i Mal=mors)(e)biccmell>)e)(-\yar- manly dielaome)i 
(ofelalefsi(clacmr-]ale mm lalarelersialeaiasyaelh 
people; the player must react 
(o [Ul (o.d\Var=] atoms) alelelme) al hm laromer=l ale be 
sters. In later rounds, the back- 
drop changes from the blank 
wall to a city block, with some 
cutouts already exposed as they 
emerge into view. The player is 
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The player controls Thomas with a 
four-way joystick and two attack but- 
Co) atsmce)m elelareralialemelaren.<(e.emelalil.comanlea> 
conventional side-scrolling games, the 
joystick is used not only to crouch, but 
also to jump. Punches and kicks can 
be performed from a standing, crouch- 
ing or jumping position. Punches award 
more points than kicks and do more 
(oFe}aat=le(owm oleimtal-vimue-|ale(omicm-jale) atc) a 


Underlings encountered by the player 
include Grippers, who can grab Tho- 
mas and drain his energy until shaken 
off; Knife Throwers, who can throw at 
two different heights and must be hit 
twice; and Tom Toms, short fighters 
who can either grab Thomas or som- 
ersault to strike his head when he is 
(o] go) 0 (ola) | ave pam @)aum=\\(-10 0 010 190)/81-) 9-10 mm i010) aoe 
the player must also deal with fall- 
ing balls and pots, snakes, poisonous 
nale)ia\cvmilnsma®)aor=)taliale mel e-lele)alcwmr-| ale m=) 
'o) (ole fale mexe)ajicitim ers) ice 


The temple has five floors, each end- 
ing with a different ‘son of the devil’ 
or boss who must be defeated before 
Wi aveyantskomerslamerliaaleomial(cmc)rollecmcomiarcmalsy.¢l 


floor. Thomas must complete each 
floor within a fixed time; if time runs out 
(o) a al om=1al=) 46 hYan Kowexo) on) @)(=)(>)\ymele=|alscemmal=) 
loses one life and must replay the en- 
tire floor. If a boss defeats Thomas, the 
boss laughs. Although there are five 
bosses, the game only uses two differ- 
ent synthesized laughs. (The NES ver- 
sion uses a third, high-pitched synthe- 
sized laugh for the Black Magician, the 
fourth boss.) 


Once the player has completed all five 
floors, the game restarts with a more 
demanding version of the Devil’s Tem- 
ple, although the essential details re- 
nat=]iamelalevar-lale(s1e my amd(cier=] mare |(er-]t(e)ame)i 
the current house is displayed on the 
screen. For each series of five com- 
pleted floors, a dragon symbol appears 
Tal tat=me) ©) 9\=)eua(e/almere) gals) me)mial-mcieg-\-)08 
After three dragons have been added, 
ualomele= lee) am-)y00]9le)oms)llal.e 


lrem’s 1988 Vigilante was intended as 
a followup. The gameplay is nearly the 
same, but with a completely different 
plot added to it that takes place in the 
urban areas of Burkina Faso. 
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Wrecking Crew is a 1985 action 
game developed and published 
by Nintendo. It was designed by 
Yoshio Sakamoto and released 
reoweMn (cle aC amili(cmie)mia(cm \i toe 


The player controls Mario (or 
Luigi in two-player mode) and 
attempts to destroy all of a cer- 
tain set of objects with a large 
hammer on each of 100 levels. 
NW/Fe]a(omer-]a)ave)amie|a|9 Mm ol=\er-]0\\- Mme) 
the hammer’s weight. The play- 
er can select any level to start 
on from the title screen. Each 
level takes place on a playfield 
divided into an invisible grid, 
syeol@1 as) eYo(o MO) MN Alera mer-]anee)airelia 
(ol al=¥x0)6) (=1e1 mmm ©) 8) (-1e1 (oem ales [Ule(-melom 
structible walls, pillars, and lad- 
ders, indestructible barrels and 
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and ladders, bombs that destroy 
ra) | x0) a) al =1e1(~1o mO(=1>) 100 [011] 0)(- me) Op 
jects, and various enemies that 
Mario must avoid. Doors may 
also exist, which can be opened 
to cause enemies to move 
harmlessly into the background. 
The game also introduced a 
new character, a construction 
foreman named Spike (believed 
to be an early version of Wario), 
who chases Mario and attempts 
Kore |t=1a0]6)malianm edya.dalecer.<iaremereuiza 
objects and causing him to fall 
to the bottom of the playfield. 
The player starts the game with 
five lives and loses a life when 
Wire] (omexe) pal-smulammere)alr-[e mu viinmrele 
enemy or fireball. The game is 
over when all lives are lost. The 
game can also be aborted at 
any time, and must be aborted 
if Mario becomes trapped in a 
barrel. 
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Because Mario lacks the ability to 
jump, the player must figure out the 
optimal order in which to destroy 
(o) 0) [=Teitssen (0) ax =»,¢-] 00] 9) (>| m= In ©) (> )Y,- 100 (ote 
stroys a ladder too soon, a wall may 
become unreachable and thus the 
player cannot finish the level. De- 
stroying multiple objects in a row 
(usually with a chain of bombs) 
scores extra bonus points, and oc- 
casionally bonus items may appear 
dare] @\Vif=]aleMer-jamexe)|(-(e1m 


Wrecking Crew also features a level 
editor, which allows the player to 
design up to four levels. However, 
the “save” and “load” features were 
designed for use with the FamiCom 
Data Recorder, a cassette tape de- 
vice that was only released in Ja- 
pan, thus rendering the save abil- 
ity unavailable to North American 
players. (The game’s U.S. manual 
includes a note stating that the load 
and save functions “have been pro- 
(ole=}anlaatsvemlamie)m exe)c)alir-]me)gele|eleme(- 
velopments”.) When the game was 
released for Virtual Console in North 
America, the “save” and “load” fea- 


tures were re-enabled using system 
storage but the 3DS Virtual Console 
version can’t use these features. 


On December 31, 1985, Nintendo 
released an arcade version of this 
game, titled Vs. Wrecking Crew, 
adding a simultaneous two-player 
aaleye(=y 


Wrecking Crew was also re-released 
in 1989 on the FamiCom Disk Sys- 
tem, and was later included as the 
14th title of the Famicom Mini series 
on Game Boy Advance in 2004. 


The game has been re-released on 
Virtual Console three times: on Wii 
in 2007, on Nintendo 3DS in Sep- 
tember 2011 as part of the “Ambas- 
sador Program”, on the 3DS eShop 
in Japan, North America, and Eu- 
rope and Australia in September 
2012, March 2013, and May 2013 
respectively. Wrecking Crew was 
also released on the Virtual Con- 
sole for the Wii U system on June 
19, 2013 in Japan and on June 20, 
2013 in North America and Europe. 
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Nintendo’s efforts to expand to 
NYolataweVaatsialersmarclemicli(svemmeeiiane 
arc lijale Mm iuamtatcm=|acclea|e)isrem-)4ele)al 
of the otherwise successful Ra- 
dar Scope. They were left with 
a large amount of unsold Radar 
Scope machines, so company 
president Hiroshi Yamauchi 
thought of simply converting 
them into something new. He 
approached a young industrial 
designer named Shigeru Miya- 
ngle)comm’\ualem ar- (om e-\- ame) 1.alemie)s 
Nintendo since 1977, to see if 
he could design such a replace- 
ment. Miyamoto said that he 
(ofo)e] (ohmm @-lear-leceialm=)e)ele)jalcccem hl late 
tendo’s head engineer, Gunpeli 








Yokoi, to supervise the project. 
Nifalcs)ave(e =m ole (e(>1mm (e)mmial>mme(oo 
velopment of the game was 
$100,000. Some sources also 
claim that Ikegami Tsushinki 
was involved in some of the de- 
velopment. They played no role 
in the game's creation or con- 
cept, but were hired by Ninten- 
do to provide “mechanical pro- 
gramming assistance to fix the 
software created by Nintendo’. 


At the time, Nintendo was also 
pursuing a license to make a 
game based on the Popeye 
comic strip. When this license 
relics) a0] @ Mrs li (ove MeN lalic) avelemcele) anal 
opportunity to create new char- 
acters that could then be mar- 
keted and used in later games. 


























Miyamoto came up with many characters and plot 
concepts, but he eventually settled on a love trian- 
gle between gorilla, carpenter, and girlfriend that 
mirrors the rivalry between Bluto and Popeye for OI- 
ive Oyl. Bluto became an ape, which Miyamoto said 
was “nothing too evil or repulsive”. He would be the 
pet of the main character, “a funny, hang-loose kind 
of guy.” Miyamoto has also named “Beauty and the 
Beast” and the 1933 film King Kong as influences. 
Although its origin as a comic strip license played a 
major part, Donkey Kong marked the first time that 
the storyline for a video game preceded the game’s 
'o)celele=lnalanliale mes) cal-)amcar=]am-yien)©)\ame\-11a(emr=] 8) 8\-)al6(-16 m= lo 
rel aWovitcaralelelelalm 


Yamauchi wanted primarily to target the North Ameri- 
can market, so he mandated that the game be given 
an English title, though many of their games to this 
point had English titles anyway. Miyamoto decided 
to name the game for the ape, whom he felt to be 
the strongest character. The story of how Miyamo- 
to came up with the name “Donkey Kong” varies. A 
false urban myth says that the name was originally 
meant to be “Monkey Kong’, but was misspelled or 
nalisiiali)g9)ac1(s1emel0(-m (om- Mm e)10|an-10 iro) are) mu Oy- (em (=)(-18)a@)al= 
connection. Another, more credible story claims Mi- 
yamoto looked in a Japanese-English dictionary for 
Yo)naTsyialialemiar|mielel(ementsr-]pmesii0]0)e\e)neme(elal|(- Meme)mlarelt 
“Donkey” was meant to convey “silly” or “stubborn”; 





















“Kong” was common Japanese slang for “gorilla”. In 
the end, Miyamoto stated that he thought the name 
would convey the thought of a “stupid ape”. 


WIM ZeTaato)com allaatsi=))mar=lemal(e] male) e\-s- elm alicmal=y)\\m 9) 0)(-1018 
He lacked the technical skills to program it alone, so 
Tatsi(cr-(emers|palome) Misi iamere)aler-) 0)tcw-) ale mero) ar-10]ic-rem (ela) alte 
cians to see if they were possible. He wanted to make 
the characters different sizes, move in different man- 
ners and react in various ways. 


The game was sent to Nintendo of America for test- 
ing. The sales manager disliked it for being too differ- 
ent from the maze and shooter games common at the 
time, and Judy and Lincoln expressed reservations 
over the strange title. Still, Arakawa adamantly be- 
lieved that it would be big. American staffers asked 
bG-Tanr=]0 (oval mComevat-lale(-miniomar-leal-mm 00] M@alomaclilcy-lep 


Regardless of initial doubts by Nintendo’s American 
Staff, Donkey Kong succeeded commercially and crit- 
ically in North America and Japan. Nintendo licensed 
the game to Coleco, who developed home console 
versions for numerous platforms. Other companies 
(ol fo) al=re Ni ahc=)arelomsm alimr-]alem-)'20)(6(210mae)\/-]((-t-mre] |(elelollane 
er. Miyamoto’s characters appeared on cereal boxes, 
television cartoons, and dozens of other places. A 
Fe\VS1UTi 0) ce) b(e] ame) am o)/mO) alhvis) est] vine) (0le| (el-mra}|(=1e ll ale) 
Donkey Kong violated their trademark of King Kong, 
ultimately failed. 
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Donkey Kong 3 is the third vid- 
eo game in the original Donkey 
Kong series by Nintendo. It was 
released near simultaneously 
for the FamiCom and arcade, 
and later released in America on 
the NES. Although it is a sequel, 
this title is a radical departure in 
gameplay from previous titles. 


The story follows the extermina- 
tor Stanley. Donkey Kong has 
taken refuge in his greenhouse 
and it is now up to Stanley to 
stop the ape from stirring up any 
more insects that will soon de- 
stroy his flowers. Stanley saves 
the flowers by spraying bug 
spray on Donkey Kong. 


The game is a shooter which 
incorporates ideas from Space 
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Firebird, an earlier Nintendo ar- 
cade game, and adapts them 
into a new setting. 


Donkey Kong hangs from vines 
at the center of the screen, and 
the player-controlled Stanley 
the exterminator runs and 
jumps on platforms beneath 
him. Stanley can fire bug spray 
at both Donkey Kong and in- 
sects flying around the levels. 
A level is completed by continu- 
ally using bug spray on Donkey 
Co) ale Pum co) cei[ale Malian mm cemmsa(-mnle)0 me); 
the screen, or by killing all of the 
bugs. A super spray can on the 
vines falls down when Donkey 
Kong is sprayed past it. The su- 
per spray only lasts for a limited 
number of shots, but it pushes 
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Donkey Kong upward at a much faster 
rate, making it easier to complete the 
level. It only appears at the start of 
ers eam lice 


The insects are buzzbees, beespies, 
queen bees (which shatter into deadly 
pieces when destroyed), creepy cat- 
erpillars, butterflies, beetles, moths, 
beebombs and vine eaters. Some of 
the flying insects attempt to pick up the 
flowers at the bottom of the screen and 
carry them away. This decreases the 
ole) ale lowe |mtal>m>1a(eme)m lal-maelelalep 


There are three levels which repeat in 
a fixed sequence. 


Computer and Video Games said that 
the game’s “fast action and superior 
sound effects” made Donkey Kong 3 a 
“sure hit” in arcades. 


IGN gave the Virtual Console version a 
‘0 Oe)]U) me) am ROMmo(=\-yo18]0)| a16m | m= \o¥r- lm -16| (er~] 
departure” from the previous Donkey 
Kong games, calling it “repetitive.” 


Stanley the Bugman made an appear- 
ance in an episode of the Donkey Kong 
segment of Saturday Supercade titled 


“Greenhouse Gorilla’, as well as a tro- 
phy in Super Smash Bros. Melee and 
a sticker in Super Smash Bros. Brawl. 


ms [6(6{o) a ste) | mm 0l0) ac -16 mm Blo) a) .¢-)" am C0) 016 Bo, 
to the Japan-only NEC PC-8801 and 
FM-7 in 1984. This version featured 
new backgrounds. 


A Multi-Screen Game & Watch title, 
which is similar to Donkey Kong 3, is 
SyAVALUsyemG@]as\s)alalele ise 


AVS. Series Game & Watch version of 
the arcade game has different game- 
play. In this version, player one controls 
Stanley the Bugman and computer 
0) F=\Yd=) am (0) am ©) = hY{=1 am AYO) Oxo) 1400) (>¥m Blo) a] C=0\, 
Co) ale mlan-Mele(=)m-l0[-)lalcmsr-(evame)tal-1mel-) [are] 
exterminating spray cans to move the 
bees to the other side of them to make 
the bees sting their opponents. Play- 
ers can only hold up to three amounts 
of spraying liquid in their spray cans. 
©] ae) al=m e)r=h\(-1manleye(swmcatsmal(elal-iaue)(-hVic18 
one as Stanley scores, the faster the 
Jole=hV1alem(e6|(ome)amial>m-y(e(-me)merolenleleiccls 
player as Donkey Kong drops. 
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cade-style platformer by Ninten- 
do. It first appeared in arcades, 
and, over the course of the 
1980s, was later released for a 
variety of platforms, most nota- 
bly the NES. The game's title 
is written out as Donkey Kong 
SU lal(olamlamiat-m\(e)aiawaven=)s(er-] ai) ce 
cade version and various ports 
to non-Nintendo systems. Its 
eponymous star, Donkey Kong 
Jr., also called simply Junior or 
ra16) 6) €=\V/ [=] (s16 r= le D) GN) On 
ing to rescue his father Donkey 
Kong, who has been impris- 
oned. Mario (known as Jump- 
man in Donkey Kong) has cap- 
tured Donkey Kong and placed 
him in a cage as punishment 
for kidnapping his girlfriend 
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Yo) a) <\V Colale Rmer-[e [mime [Ur] ne (-10 
by Mario, in his only appear- 
ance as an antagonist in a vid- 
eo game. This game is the se- 
quel to the video game Donkey 
Kong, which featured Mario as 
the hero and Junior’s father as 
the villain (while in this game, 
it’s the other way around). Mario 
rai) 00] 9) too (OE) (0) Om D) GN) gm ©) A oo 
leasing animals and_ putting 
obstacles in his way. When DK 
Jr. succeeds at the final level, 
Donkey Kong is freed and kicks 
Mario into the distance, leaving 
aliaamCom-]amelal.qave\iamrelice 


The game was principally de- 
signed by Shigeru Miyamoto 
and one of his coworkers. Miya- 
moto also created the graphics 
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for the title along with Yoshio Sakamo- 
to. As with its predecessor, the music 
for the game was composed by Yukio 
Kaneoka. 


Like its predecessor, Donkey Kong, 
Jr. is an arcade-style platform game. 
There are a total of four stages, each 
WiidaW-Melalce[O(omaat~)pa(- mm D) Gl omer; |amaelan(syi 
and right, jump, and grab vines/chains/ 
ropes to climb higher on the screen. 
He can slide down faster by holding 
only one vine, or climb faster by hold- 
ing two. Enemies include “Snapjaws,” 
which resemble bear traps with eyes, 
bird-like creatures called “Nitpickers”, 
and “Sparks” that roam across the wir- 
ing in one of Mario’s hideouts. 


To pass the first three stages, DK Jr. 
must reach the key at the top. In the 
fourth stage, DK Jr. must push six keys 
into locks near the top of the stage to 
free Donkey Kong. After a brief cut- 
scene, the player is taken back to the 
first stage at an increased difficulty. 


DK Jr. loses a life when he touches 
any enemy or projectile, falls too great 
a distance, or falls off the bottom of 





the screen. Additionally, he loses a life 
if the timer counts down to zero. The 
game ends when the player loses all of 
his or her lives. 


Donkey Kong Jr. received an award 
Tale \a{=Wner=](=16 (6) aVane) Mmmm bol oy-m ={>1-) MAA [6-106 
ame Audio-Visual Effects (16K or more 
ROM)’ at the 5th annual Arkie Awards, 
where the judges described it as “great 
110] alaeurs]aemale)(s\omlar-lmial-mel-lan(o MU c-lomcle len 
cessful as a sequel-’extend[ing] the 
theme and present{[ing] a radically dif- 
ferent play-action” than its predeces- 
Yo) gum Yo) a) CAVA Co) alee 


Donkey Kong Jr. is regarded as one of 
the Top 100 Video Games by the Killer 
List of Videogames. It was selected to 
be among five arcade games chosen 
for history’s first official video game 
Wo) a (olor ar-]a0]9)(e)alcall om zal(eram\c-tmiliaalsxe) 
at Twin Galaxies in Ottumwa, lowa by 
ABC-TV’s That’s Incredible! over the 
weekend of January 8-9, 1983. The 
game later spawned a cereal which 
featured fruit-flavored cereal pieces 
shaped like bananas and cherries. 

















“KONG a IN. 
MATH 


Donkey Kong Jr. Math, original- 
ly released in Japan as Donkey 
Kong Jr.’s Math Play (some- 
times released as Jr. Math Les- 
loam sure aliclarelem=cel0lt=lialeatsvatt 
game where players must solve 
aat=)dalm e)ge)6)(-)a0\omlame)ae(>) mem ammit 
was released in North America 
co) mu (atom stow are}ece)aluiie(smc-lelaren 
in 1986, and in PAL regions 
in 1986. It is the only game in 
the “Education Series” of NES 
games in North America. 





Bi alsme[-leatom ict ]i0|aotome) alae] ale mnVe 
player modes, both of which are 
single screen. In the first mode, 
the objective is to enter math an- 
swers in order to receive points. 
These questions include addi- 
tion, subtraction, multiplication, 


and division. In the two player 
mode, two players control two 
characters as they race to cre- 
ate a math formula to reach 
the number shown by Donkey 
Co) ale Pum |alexe)ale)e-]i) ale mmm 9)(-hace)aen 
gameplay. The mechanics are 
similar to Donkey Kong Jr.; play- 
ers climb vines to reach higher 
areas in order to collect num- 
bers scattered around the area. 
Hale) gels) au (omorolan)e)(=1cmant-lialsya0lolG 
ics problems, players must col- 
lect at least three things: the first 
number, the symbol necessary 
to reach the number shown by 
Donkey Kong, and the second 
number. When the game fea- 
tures a high number, such as 
66, players must collect multiple 
numbers and mathematics sym- 
bols in order to reach this. For 
example, players could choose 
a nine, a multiplication symbol, 
and a seven, followed by an 

















addition symbol and a three to reach 
the number 66. The two player game 
have two different levels, Calculate A 
and Calculate B. Calculate B is more 
challenging: Donkey Kong can ask for 
negative numbers, and the absolute 
values of the target numbers are in the 
hundreds instead of the tens. 


Since its release for the NES, Donkey 
Kong Jr. Math has been led to critical 
ra] ale mexolealaal=1aeir=] mel lsy-] 9) eLe)/aluan(>/sl@mer-laale 
eRankings reports an aggregate score 
of 32%, based on 5 reviews. It was the 
worst-selling launch title for the NES. 
Nintendo spokesman Tom Sarris said 
that it “wasn’t a big hit’, adding that no 
one was very enthusiastic about the ti- 
tle. He felt that if it had been received 
better, it would have led to more edu- 
cational titles. Author Andy Slaven, 
writing in the Video Game Bible, criti- 
cized the premise, deriding Nintendo 
ico) mrexo)anle)ialial® Moma) orl L<ove Mm l(eslalsiomuien 
math, which is generally disliked by 
children. Inside Higher Ed’s David Ep- 
stein did not find it to be a fun game, 
while 1UP.com’s Bob Mackey called it 
the worst NES launch title, criticizing 





it for its lack of value. He commented 
that Donkey Kong Jr. moves as well as 
rslaMmialiclalmyelellemlamastslmilice 


Donkey Kong Jr. Math has received 
criticism for its qualities as an educa- 
tional game. Elizabeth Sweedyk, as- 
sociate computer science professor at 
Harvey Mudd College, called Donkey 
Kong Jr. Math a realistic educational 
video game, criticizing such games 
as “not fun.” 1UP.com’s Kevin Gifford 
called it a game that children would 
never want to play. Fellow 1UP.com 
writer Jeremy Parish commented that 
the game shouldn't be judged on be- 
Tale m=] al=xeleler-}i(e)ar-)mer-jantommeneiale meler-]IINY 
educational titles as The Oregon Trail 
and Where in the World is Carmen 
Sandiego?. However, he noted that it 
should be judged for being a boring 
game. 


Regardless, the game has been re- 
leased on other platforms, includ- 
ing the video game Animal Crossing, 
which featured several NES games. 
Donkey Kong Jr. Math was re-released 
on the Wii's Virtual Console in Japan. 
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MARIO BROS. 


—ae 


Mario Bros. is a platform game 
published and developed for 
arcades by Nintendo in 1983. It 
was created by Shigeru Miya- 
moto. It has been featured as 
a minigame in the Super Mario 
Advance series and numerous 
other games. 


In the game, Mario is portrayed 
as an Italian-American plumber 
who, along with his younger 
brother Luigi, has to defeat 
creatures that have been com- 
ing from the sewers below New 
York City. The gameplay focus- 
es on Mario’s extermination of 
dal=a0 im ®)’amil/®)®)acemmtarsleamme)ammialsyis 
backs and kicking them away. 


Mario Bros. was created by 
Shigeru Miyamoto and Gunpeli 
Yokoi, two of the lead develop- 
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ers for the video game Donkey 
Kong. In Donkey Kong, Mario 
(o [TX a= =] | (0 r= A 0),<0) 
suggested to Miyamoto that he 
should be able to fall from any 
height, which Miyamoto was not 
sure of, thinking that it would 
make it “not much of a game.” 
He eventually agreed, thinking it 
VY(0]0| (6m 01> MxO).€- hymn colam allan im (elm at- hie 
some super-human abilities. He 
designed a prototype that had 
\W/Fe]aCodum U] an) e)ialemmr- lace Mm olelelaver|ave 
around”, which he was satisfied 
with. The element of combating 
enemies from below was intro- 
(o [U(er={e lmr-) (=) am A0).<0) Mme -Je [6 [6(=s-) (210 
it, observing that it would work 
S)falexcintals]gomio) com aaleiinl e)(cmilele) acy 
im (@)'\\(o\V,=) On | a ©) DY, CON OL > EER LOL) 
easy to eliminate enemies this 
way, which the developers fixed 
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by requiring players to touch the enemies after they’ve 
been flipped to defeat them. This was also how they 
introduced the turtle as an enemy, which they con- 
ceived as an enemy that could only be hit from be- 
low. Because of Mario’s appearance in Donkey Kong 
with overalls, a hat, and a thick moustache, Shigeru 
NW/TMYZ= Tanto) Com iarelelelalmiar-imalm-)a(0l0| (em e\-m-m e)16|00)0\-)ar-l-e) 0 
posed to a carpenter, and designed this game to re- 
1i(=toimn (ars lem avale)ials)mmece)alegleluiilalemr-leie) mi -\-mial-mer- lento es 
setting: it was a large network of giant pipes, so they 
felt a change in occupation was necessary for him. 


yANua 0X0) 001 (= ]amr=)(0) aYame) im a(@))\\am\V/(- a(n =)alamice)samevielonle)anrs]a 
to Mario is that an Italian-American landlord, Mario 
Segale, had barged in on Nintendo of America’s staff 
Kee (=)aat=) ale a-1a| eure] aremual>\vae(-\ele(-comlomar-len(cmuielen|e)aerle 
after him. Miyamoto also felt that the best setting for 
this game was New York because of its “labyrinthine 
subterranean network of sewage pipes.” The pipes 
were inspired by several manga, which Miyamoto 
states feature waste grounds with pipes lying around. 
In this game, they were used in a way to allow the 
enemies to enter and exit the stage through them to 
avoid getting enemies piled up on the bottom of the 
stage. The green coloring of the pipes, which Ninten- 
do president Satoru Iwata calls an uncommon color, 
ore] nal-mmine)anMm\VIN c= ]anre)(e mm are hdlale Meo Mmllealiccvemmexe)(e) am ey-l(-14( 
rel al@ Mace) alijale Ma comm ¢=1-)0mmcallalelcmere) (6) 10] Mmmm (-mr- (ele (ole mmc ars| 
green was the best because it worked well when two 
shades of it were combined. 


Mario Bros. is one of the first platform games ever 
created, along with Donkey Kong. It also introduced 
Mario’s brother, Luigi, who was created for the mul- 
tiplayer mode by doing a palette swap of Mario. The 
two-player mode and several aspects of gameplay 
were inspired by an earlier video game called Joust. 
To date, Mario Bros. has been released for more 
than a dozen platforms. The first movement from 
Mozart’s Eine kleine Nachtmusik is used at the start 
of the game. This song has been used in later video 
games, including Dance Dance Revolution Mario Mix 
and Super Smash Bros. Brawl. 


Despite its innovations, Mario Bros. was not a ma- 
jor success in North America due to the video game 
crash in 1983. It did however receive a number of 
home versions on the Apple II, Atari 2600, Atari 5200, 
Atari 8-bit computers, Atari 7800, Amstrad CPC, and 
ZX Spectrum. The Commodore 64 had two versions: 
an Atarisoft port which was not commercially re- 
leased anda 1986 version by Ocean Software. The 
FAN o)9)(=m 1m eke) gum )colele=lanlan(=com®)’aeiienlaahvami6(\ a0) BY=1-)(6] abe 
er Software, was the only home version of the game 
to feature the falling icicles (the NES version omitted 
them as it was a very early title for that system and 
IN ifalislare(eme| (ol alelmar-h\c-me)(em-)alelele|amer-|alg(ele(-mai@)\V/omre 
accommodate all elements of the arcade game). This 
conversion was not sold either. 
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Popeye is a 1982 arcade game 
developed and released by Nin- 
tendo based on the Popeye car- 
toon characters licensed from 
King Features Syndicate. Some 
sources claim that Ikegami Tsu- 
shinki also did design work on 
Popeye. 


The object of the game is for 
Popeye to collect a _ certain 
number of items dropped by OI- 
NV{= 9m @)V/ Mme (=) ol=1alel|aveme)aMminto (= \4>) 
— 24 hearts, 16 musical notes, 
or 24 letters in the word HELP 
— while avoiding the Sea Hag, 
Brutus and other dangers. The 
player can make Popeye walk 
‘oy-(er.@r- elem ce)aiam-lalemelom-lalemeleun 
stairs and ladders with a 4-way 
joystick. There is a punch but- 
ton, but unlike similar games of 


the period, no jump button. Con- 
versely, Brutus can jump down 
a level and also jump up to hit 
Popeye if he is directly above. 


Despite the feature of a punch 
button, Popeye cannot attack 
Brutus directly. Instead, the but- 
ton is used for the following: 


¢ Punching destroys items that 
could hurt Popeye such as bot- 
tles, vultures and skulls. 

¢ Each level has a can of spin- 
ach; punching these cans will 
give Popeye invincibility and 
he can knock out Brutus just by 
aulavaljaremialcomalianmm-litavelerelam-liccls 
a few seconds Brutus will swim 
back out and be ready for action 
relerslian 

¢ In Round 1 (the dock scene) 





of each three-round cycle is a punching 
bag, which Popeye can use to knock 
loose a nearby barrel from its position 
near the top of the playing field. If the 
barrel falls onto Brutus’ head, the play- 
er earns bonus points (based on where 
Brutus was attacked) and renders Bru- 
tus harmless for several seconds. 

¢ Other licensed Popeye characters 
in the game are Olive Oyl, Swee’Pea, 
and Wimpy, though they are mostly 
decorative and do not add heavily 
to the gameplay. Wimpy appears in 
Round 2 (the street scene) on one end 
of the seesaw in the lower left corner 
of the field, to act as a counterweight. 
Swee’Pea floats high above, with bo- 
nus points to be earned if Popeye can 
Jo) g| alee) imia(omciolomecr>huarelalemcoleeamallane 


Popeye loses a life if he is hit by Bru- 
tus or any thrown/flying object, or if he 
fails to catch a dropped item before it 
reaches the bottom of the screen. 


Two players can alternate playing or 
(oat amm ©) F-\\{=) am r=] 0m ©) t= bY amr] (0) 0(- am ma > CO) ©) 
five highest scores are kept along with 
the player's three initials. Popeye was 
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Also, the Popeye characters were orig- 
Tar=lIAVae[o) [ave Com el-mers\-com lam lalmer-lpalomtarelt 
later became Donkey Kong. However 
at that time on the development of the 
game, Nintendo could not get the li- 
censes to use the characters. 


Electronic Games wrote in 1983 that 
the arcade version of Popeye at first 
appeared to be “yet another variation 
of a theme that’s become all too famil- 
lar since Donkey Kong’. “But there are 
some nuances’, it added, “not the least 
of which are the graphics and sound 
effects, that tend to allow the game 
the benefit of the doubt in execution’. 
The magazine concluded that “Pop- 
eye does offer some interesting play 
that is more than complimented by the 
cosmetics.” Arcade Express scored it 7 
out of 10 in January 1983, stating that 
the graphics are “the closest thing to a 
videogame cartoon seen yet in an ar- 
(or-Yo(< Mam olUlmtal-mer=]aal=)9)(-\arelel-\-Jam ments ]ee 
the “visual standards.” 
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BALLGGM 
FIGHT 





Balloon Fight is a 1985 video 
game developed by Nintendo. 
The Arcade (Nintendo VS. Sys- 
tem), Vs. Balloon Fight, was 
originally released in 1984 and 
its NES counterpart was Inter- 
nationally released in 1986. The 
gameplay is similar to the ar- 
cade game Joust by Williams 


The player controls the un- 
named Balloon Fighter with two 
‘oy=] (ele) alow |ir=le1als1em(omallomals) (palo 
Repeatedly pressing the A but- 
ive) aime) am ale)(e]/ale mele). aM ial-iu am 0)0| te 
ton causes the Balloon Fighter 
Com it-] OM alice] analowre] ale Malsiomlalcom ars 
re]| an | ars In Y=) | (010) a [oem O10) 0) OL-1o MEAT 
player's flotation is decreased, 
making it harder to rise. A life is 
lost if both balloons are popped 





by enemy Balloon Fighters, if 
the player falls in the water, gets 
eaten by the large piranha near 
the surface of the water, or is hit 
by lightning. 


There are two modes of play: the 
1-player/2-player game where 
the goal is to clear the screen 
of enemies, and Balloon Trip 
where the goal is to avoid ob- 
stacles in a side-scrolling stage. 
i al=me) ale} lat=|maver=\e(-mel-lanlomeleloss 
not include Balloon Trip, but all 
the level layouts are completely 
different so as to take advan- 
tage of vertical scrolling in ad- 
dition to some minor gameplay 
differences. 


In the 1/2 player mode, players 
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onscreen to clear the stage. This mode 
can be played alone or co-operatively 
with a second player. Each player 
starts with three extra lives. 


Enemy Balloon Fighters float around 
the screen and the player must hit their 
balloons to defeat them. The enemy 
can also fall into the water or be eaten 
by the fish while flying close to the wa- 
ter’s surface. If an enemy is defeated 
or falls into the water, a bubble will rise 
up the screen which can be hit for ex- 
tra points. As play progresses through 
the stages, the number of enemies and 
platforms increases. 


Every three stages is a bonus stage, 
where the goal is to burst all of the bal- 
loons that float up the screen from the 
chimneys at the bottom. 


The home NES version was ported to 
1 a{= a \ | = OF wa @rrsto] 0 Mmm | a @101 (0) 6\-1 0mm bolster 
the Sharp X1 in November 1985, the 
Game Boy Advance as Balloon Fight-e 
for the e-Reader in the United States 
(oars y=) 8) (=10 010-1 am Loomm4010)aumr-] ale mr-}-wm oy a1 
of the Famicom Mini Series in Japan 
on May 21, 2004. It can also be played 


ms Re 








ay 


in Animal Crossing for the Nintendo 
GameCube. 


Nintendo released a Game & Watch 
version of the same name, based on 
the NES version’s Balloon Trip mode. 
ii at=m ©) xe) t=\ele) alts) a \omer- me =r-]1(e\e)am\/t-]ale (-len 
(ofo) ofl atom com iatomenr-laler-|) MmOralil (om =r-]|(elele 
Fighters, Balloon Men use rocket suits 
instead of flapping their hands to ele- 
vate while holding balloons. 


A sequel to Balloon Fight called Bal- 
loon Kid was released on October 
sho}CLOM Tam NColaraWa\eal-saler- i=] a(eme)amel-]al0l-1 aN 
31, 1991 in Europe for the Game Boy, 
which expands from the game’s roots 
and revamped it into a full platforming 
adventure. This title was not released 
in Japan on the Game Boy, but color- 
ized versions titled as Hello Kitty World 
(9)0] 0) [tyal=re im o)¥am @val-|e-[e1(>]mmeye)i0 mnie) mmial= 
fmr=) 00) @xe)anm-] ale m=r-]|(elelam ml (elalme|=mcelmial= 
Game Boy Color were later released 
o)al Va laleer=] ey-10 


In September 2001, the game was 
ported to the Sharp Zaurus series of 
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Mach Rider is a futuristic driving 
game created by Nintendo. It 
was first released for the Fami- 
Com in Japan. The FamiCom 
version can use the FamiCom 
Data Recorder to save custom 
tracks. 


Mach Rider takes place in the 
year 2112, and planet Earth has 
been invaded by evil forces driv- 
ing vehicles known as Quadrun- 
ners. The player controls Mach 
Rider, who travels from sector to 
sector on a motorcycle, search- 
ing for Survivors and destroying 
the enemies in her path. 


The game's controls are some- 
Wars) am gale)aommece) aa) e)(>> @miar-|ammelinicie 
games at its time. The left and 
right directions on the Control 


Pad steer Mach Rider and the A 
button accelerates. The B button 
fires Mach Rider’s machine gun 
which can be used to destroy 
enemies and obstacles on the 
road. The up and down buttons 
are used to change gears. Mach 
Rider’s bike has four gears and 
travels at an immense speed in 
top gear. 


In each round, points can be 
scored by destroying enemies 
and certain obstacles with the 
machine gun. The number of 
points scored for destroying en- 
emies and obstacles are deter- 
mined by the power of the en- 
emy destroyed and the type of 
obstacle destroyed. If the player 
“BLOCKS?” an enemy by knock- 








ing it into a hazard on the track, they 
obtain more points, and this also re- 
plenishes Mach Rider's bullets. 


¢ Fighting Course: The Fighting 
Course consists of the primary story 
sequence. The player controls Mach 
Rider as she travels across ten differ- 
ent sectors, and tries to avoid being 
destroyed by obstacles such as Oll 
DJ aU laatsws ae malslamsiaciaalisssmmlarsmelerclelaelar 
ners. If she is destroyed, she will sepa- 
rate into fragments and then reform, 
as long as she has energy (lives from 
the second sector on) remaining. Much 
like other games of the time, such as 
lce Climber and Balloon Fight, there is 
no ending sequence. Once the tenth 
sector is completed, the story starts 
anew, with a second quest of ten en- 
tirely new sectors. On each sector in 
Fighting mode, the player is given the 
choice to ride to the next sector on ei- 
ther Track A or Track B. The two tracks 
are different from one another and with 
each new sector there are new tracks. 

¢ Endurance Course: The player 
must race a certain number of kilome- 
tres within a time limit while enemies 


tres within a time limit while enemies 
and obstacles get in the way and slow 
down the progress. Lives and energy 
are not a factor in Endurance, but be- 
ing destroyed causes a loss of pre- 
cious time. 

¢ Solo Course: This is the same as 
Endurance Course, but with no en- 
emies. 

¢ Design Mode: This is where the 
player may design their own sector 
ra] alo tats) aM eoleoMeamimel-)ialeme)al>e-la\vae) mints 
three other modes of play. However, 
like Excitebike, the original game re- 
quired the Famicom Data Recorder in 
order to save the tracks, and the device 
was never released outside Japan. 


Back in 1972, Mach Rider was original- 
ly released as a plastic race car or hot 
rod toy also by Nintendo that came with 
a ramp for jumping and a stick shift-like 
object with three different kinds of me- 
ters on it. When the car is placed inside 
of it, it can be charged up and let loose 
at high speed. 
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Urban Champion is a 2-player 
1i(e]al diate me r-laalm ©) gore |Uler-\om o)vamN\ [ate 
tendo. It was first released in 
SF) oy-]a me) aim \())(=10010-) a C- oR - 
for the NES. It was an adapta- 
tion of the Game & Watch vid- 
eo game called Boxing (also 
known as Punch-Out!!). It was 
released in the arcades as Vs. 
Urban Champion in 1985. It was 
later released in North America 
in August 1986, and in Europe 
some time in 1986. It is also Nin- 
tendo’s first 2D fighting game, 
followed by the 1993 Joy Mech 
Fight, released exclusively in 
Japan for the same platform. 


The purpose of the game is to 
knock the other player into a 





sewer manhole. There is a time 
limit, and the player has a set 
Tiaali@e)mmes) tolaaliatcPemelelia mee) malo 
are represented by numbers. 
The player has two types of at- 
tacks: a light punch and a heavy 
'o)0]a\era bam Malm ile ]aia0)0|aera me lel-\omave)| 
push your opponent as far as 
the heavy punch, but it is hard- 
er to block. The heavy punch 
sends your opponent reeling 
backwards, but can be blocked 
easily and takes a bit longer to 
pull off. 


For every punch you throw, you 
lose 1 stamina. Flower pots are 
(olerer=|<J16) aY=) | Nano] ne) 9) e\-1emmice)sa mu iiale 
dows, which, if one hits a per- 
son, they will be dazed and will 
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Nintendo R&D1 
Nintendo 

Shigeru Miyamoto 
JBbbKO).¢.VAl EN R-vetel ce.) 

JP November 14, 1984 
NA August 1986 

EU 1986 

Fighting 
Single-player, 

Two players 


lose 5 stamina. When a player is 
knocked off the pavement, they would 
then advance to the next street. How- 
ever, the goal of the game is to reach 
the rank of Champion. Every three 
fights, you get a specific symbol on the 
lower-right, after you earn five symbols 
youll go to the next set of symbols. 
Once you achieve a total of 45 sym- 
bols (or 145 fights), you'll get the rank 
(0) i @1 a=] 0016) (0) apm lale=(e(e litle) ammr- im ole) 1(X-mer=] 9 
may pass by the fighting at any point 
in the fight which causes the players to 
return to their starting positions. If the 
timer runs out then the police will arrest 
the player closest to being knocked off 
of the pavement, meaning it is a de- 
fault win for the other player for that 
co)0l ale Mam Malomile|aics)ecm-]aomalolmar-|ael-lem-lale 
are just a palette swap of the player's 
character. 


Most reviews gave it mixed to negative 
ratings. On the negative side, author 
Andy Slaven commented that Urban 
Champion showed that the NES could 
(ale)ame (0mm 9) 0) 0\-)amme)al-me)ame)alcmmile|aiiale 
game, calling it “amusing at times” but 





criticizing its lack of precision in its 
controls. Writer Levi Buchanan noted 
it as one of the weakest NES games 
for the Virtual Console. GameSpot’s 
Jeff Gerstmann called it tedious when 
it was originally released, and now it’s 
“about as boring as it can possibly be.” 
GamePro described it as a second tier 
AVA [atUr=] Oxo) atsxe)(-mer- 00> eam RO] max@x0) 00MIN 21 
emy Parish commented that he would 
i=) tals 1a at= hom areleal lave m= lm] melamral-mval arora) 
Console in its debut week than Urban 
Champion. He also cited it as an exam- 
(0) (=e) m= Im Ol0l0) mrey-lantoMigr-] Mer-]aal-1emVelelle 
still buy for the e-Reader. He listed it 
as one of the worst Virtual Console 
games. 


On the positive side, video game devel- 
oper Ron Alpert, however, found it to 
be an acceptable game, calling it one 
of the simplest of its day, but also an 
easy game to pick up and play. Since 
its release, most consumers gave five 
stars to the 3D Classics version of Ur- 
‘oy=]am Or are]an)e)(e)amie)mlarsm\iaics)a (ele me) Biome 











Chubby Cherub (known in Ja- 
pan as Obake no Q-taro: Wan- 
Wan Panic (“Q-taro the Ghost: 
TO) VATA) N\A eas 101080 ) MM BRYA (6( 216) 
game by Bandai for the NES. It 
FS¥F=] olelehar- Mm iNalare mene] 9)(ebd || comeiarel ee 
acter who eats food and attacks 
enemies with hearts. 


The original Japanese version 
of the game is about a ghost 
ate ]aals\e m@ oi ts] comms ieials] esleits)anicelan 
a Fujiko Fujio manga series ti- 
tled Obake no Q-taro. It was reti- 
i(=xe r=] ale lm al=r=hVAi Nam aalele|ii(=16 mn (6) ami es 
Yo) adaWaAVanl=Jaers]aM as) (stoksioes) Acme 
SYol0 | cero aatoliciatsl mcclomalelmrclaniitcle 
to Western audiences. 


The plot of the Japanese ver- 
sion tells of Q-taro. When his 
friends are kidnapped by sev- 
eral burglars, Q-taro has to save 
them, however many dogs are 
in the way — Q-taro’s one fear 
as a ghost. 


Q-taro the Ghost is the char- 
acter of the game, and Chubby 
Cherub is the main character of 
the English version. They can 
‘oXelin Mihm ialcelele|ammtal-mr-|lamelmm cs] 1 
on the ground. Flying triggers 
a simple flying meter, which if 
drops low, the player will have 
to walk on foot. Lollipops give 
(© 10} 0)0)¥a Or ai-100) 0), @cr-|comtal-mr-19)| 
ity to fire four shots at the dogs. 
(©) ial= 1am (olole a=) 9)(=)als)aistsmntalome a alo 
ter. Chubby Cherub is drawn 
by Fujiko Fujio on the English 
cover. 


Beagles are one of the main en- 
emies in the game. Beagles can 
i1elan) odmr=]ce)elalemme)aicomm(-1e(el-t-mmr-) ale 
fences, some are assigned to 
one place and just jump in two 
spots. Other dogs can bark at 
the player releasing an icon that 
must be avoided. It is noted that 
the barks move with the screen. 
himxexo)on) ale im ine)aqMmcal-mm oy-\e.@mmiat-\y 
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are very dangerous. 


310} |(eloletwre] cm aalelovaime)(ele(-yamlar-lamecvelel ile 
dogs. They do not move so fast, and 
bark much more. Bulldogs are perched 
much higher off the ground. Bulldogs 
are just as dangerous when they bark 
from behind the player’s character. 


Cats are less of a threat than the other 
Talc aalictswurs] i tgrelelelamual=\varol comin) 6lescs-11 0) (> 
Ko Mel=1 ma (6 M0) mw a\|mO@r-|(cw-leomlenlaalelalomien lars 
player's attacks and come in a shade 
of brown and pink. 


Q-taro the Ghost ( or Chubby Cher- 
ub) has to cross 12 levels, at the end 
of each, the protagonist will find his 
lia(=Jal¢ Koen =x-1 0] a(e mm coleyemant=|ialt=|ialcmevalele)e)\, 
Cherub’s flight. If the flying meter goes 
all the way down, the character will 
have to stay on ground. The character 
can bark at the dogs before they bark 
at the character; if a bark hits the char- 
acter, the character may die. 


There are hell and heaven stages. 
When Q-taro goes down of the stage 
where is open downsides, he goes to 
the hell. It is dark stage players can- 
not see any floors, or fly. When Q-taro 


touched a dog, he reacts like a miss, 
but it repeats until he arrives to the exit. 
Heaven can be arrived with a ringed 
smoke when Q-taro touched it flying 
from the lower part. Heaven has many 
cakes which each have 500 points. If 
Q-taro eats foods every time from right 
side since the beginning of the stage 
until reaching the heavens, the heaven 
stage scrolls and Q-taro warps to be- 
Wie) ale Me) mial=m-)r-[e [m= [ecere) 6/1 alemComial-Re| ice 
tance of scrolled part of the heaven. 


Sean Reiley reviewed Chubby Cherub 
and stated that, in his opinion, it was 
the fifteenth worst NES game of all 
time. Sean Reiley described Chubby 
Cherub‘s graphics as ugly and also 
said that “the cartridge is a waste of 
plastic, and could be used in many 
other things.” 


“Every time | think of Chubby Cher- 
ub‘s ugly graphics, | picture that hide- 
ous scene of him surrounded by half- 
eaten dogs.” 

—Sean Patrick Reiley, Phd. 
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Ninja Kid, known in Japan as 
GeGeGe no Kitaro - Yokal 
Daimakyo (GeGeGE no Kitaro: 
The Evil Yokai Mirror), is an 
NES game developed by TOSE 
and published by Bandai. The 
Japanese version was based 
on the manga series GeGeGe 
no Kitaro, but the game was 
changed to the generic “Ninja 
Kid” and all reference to Kitaro 
were removed for the Ameri- 
can version. This game was fol- 
lowed by a sequel titled Gegege 
alo Gi r=] 40)0p-4aam Colb].¢-]Melelarer-lamare 
Chousen, which was released 
the following year only in Japan 
also by Bandai; however, this 
game was a role-playing video 
(ofe}aat=mr=] ave tom e)(e) Mm lomelalgoir-]ccre me) 
the original. 


Gameplay begins on an over- 
head map with several different 
arches. Each arch leads to a 
different side-scrolling mission, 
and the type of the mission can 
be determined by the shape of 
the arch. At the end of each mis- 
sion, two doors will appear, one 
of which will return to the map, 
and the other of which will take 
to a vertically scrolling tower 
with a mini-boss at the top (af- 
ter defeating the mini-boss you 
are returned to the map). Also 
during each mission, items ran- 
domly appear on the screen. 
some bonus items also give a 
temporary speed boost, or an 
owl that shows you which door 
leads back to the map (instead 
of the mini-boss tower). Once 
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collected a scroll, it can be taken to the hut in the ~~ sc 10000 —»5 SC 3800 

middle of the map to unlock the fortress and fight “*° “ *~ = i es 
the map’s boss. During the boss fight, if any whistles ;iiAARAAAA een 
lake \V{=¥ \=X=10 exe) | (s1e1( 210 nial = es als] r= [01K=) mero] amerne)eleamiamial=) 
far left corner of the screen to use a whistle to sum- 





aatelameMiclaaliitcle ” ‘ 
The original Japanese version is notably different Loracartill hacttetiaciadioers 
from the American version. The main character iS _ scsssscsreseareaeaneaemeanemeaneanes 
Kitaro, and his main weapon is his hair rather than : 

SC 1150 5c O 


darts. His sub-weapons are a flying finger instead .. or os 2 
of shuriken, his vest instead of the feather, and a 
geta instead of a boomerang. All of these weapons 
function the same as the ones of the protagonist 
of the American version, Kyo; they just use differ- 
ent sprites. The fireball sub-weapon remains the 
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same. Certain levels are inhabited by “western” film lise sal am EC ‘ 

monsters like Frankenstein’s Monster and Count ~~ ERIGSESIER eee ia 
Dracula; the boss of these levels is the character 

Buckbaird, the leader of the “western youkai’. The = 8 599° 
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scroll which unlocks the fortress is a crystal ball in Pea Ma ae Og eretereareToT 
the original version. The familiars are also different, [ize {UIT ssi) 
being characters from the manga: the Pegasus was LIVI DV seccereeceee) JIT SS 
originally Nurikabe, the Eagle was Konaki Jiji, and fy = oy 
the Mirror was Sunakake Babaa. Finally, a few of the = ee 
aaliare)amsyar=laal(ssoweleseelliccias)alementessiaale)tcle)\VA tats Me ealeclis: PUY ET eceecreeeceeed FEET E 

rae seep PPE Ef ccerceceetneceed BUD Ps 
Ninja” found in some of the Guerilla Warfare levels ___ szeejI/)/Jzeei/iiieee i T 
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Ghosts ‘n Goblins (“Demon 
World Village”) is a 1985 side- 
scrolling platforming game de- 
AV{=) (6) 01216 Iam @)Yamm @r-] 0fer0) 001m @) mA (6(=10) 
arcades and has since been 
released on several other plat- 
forms. It is the first game in the 
Ghosts ‘n Goblins franchise. 


Ghosts ‘n Goblins is a platform 
game where the player controls 
a knight, named Sir Arthur, who 
must defeat zombies, ogres, 
(o (=) ale) alse eny(01 (6) 0\> fame | r=16(@) atmr-1ale 
other monsters in order to res- 
cue Princess Prin Prin, who 
has been kidnapped by Satan, 
Nelake eo) im BI=y eave) a MlAl(o)a(ommavieale mints 
way the player can pick up new 
weapons, bonuses and extra 


GHOSTS HN)” 
GUGLING 


suits of armor that can help in 
this task. 


The game is often considered 
very difficult by arcade stand- 
ards and is commonly regard- 
ed as one of the most difficult 
games ever released. The play- 
er can only be hit twice before 
losing a life (the first hit takes 
away Arthur's armor, and the 
player must continue on in his 
Ulalel=lalV(cyo] mmol aielmmere)anle)(clilaremmuals 
level or finding replacement ar- 
mor). If the player loses a life, he 
is returned to the start of the lev- 
el, or the halfway point if he has 
nats) arsle{sve meme (-)mlal-)mr-] mmm elata(s) ce 
more, each life can only last a 
(oX=Jare)/amt=)aleliamelmilen(om(elslarsie-liny 
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around three minutes), the clock being 
reset at the start of a level. If the clock 
does run out, the player instantly loses 
areas 


WW/FeTahVamm exe) ahV=1 6>1 (0) alow COM a6) pa(-muexolan|e bic 
ers were produced by Elite Systems. 
Of note, the Commodore 64 version, 
released in 1986, is Known for its mu- 
sic by Mark Cooksey, which borrows 
from Frederic Chopin’s Prelude No. 
20. Due to the limited resources on 
the Commodore 64, it was somewhat 
different from the arcade version. It 
only features the Graveyard and For- 
est, The Ice Palace, The Floating Plat- 
forms and Firebridge and The Caves 
in that order. The player also starts the 
game with five lives. The demon that 
kidnapped the princess replaces As- 
taroth in the title screen. Additionally, 
the cyclops (or “Unicorn”) is the boss 
of levels one to three and the drag- 
on is the final boss. The version for 
(OFe)anlantelelo)c-mm heym im homr-] ae im @xe)salaavolelo)n~ 
Plus/4, also released in 1986 by Elite 
systems, was even more limited than 





the C64 version. It was written to work 
on a Commodore 16, which had only 
16 KB of RAM. Therefore, this version 
features only two levels and no music. 
In addition, the remaining two levels 
and the gameplay are simplified. The 
title screen features no graphics be- 
sides the stylised Ghosts ‘n Goblins 
lettering. 


The NES version was developed by Mi- 
cronics. This also serves as the basis 
ie) mu tal>mer=]pa(-m=10)ya Ore) (6) ma(-18-)(0) ama allen) 
uses passwords to allow the player to 
jump to certain levels. 


The NES version of Ghosts ‘n Goblins 
was rated the 129th best game made 
on a Nintendo System in Nintendo 
Power's Top 200 Games list. It was 
also a best seller for the NES, selling 
sor ealliicolamelalitswm ave) (am am (0)8)|lalomis 
(o) i=] ei| (210 r= lowro am =).<-] 00) 0) (MO )me)al> me) mual= 
hardest games of all time to beat, due 
Kom iecm allel am(s\V.>] Meme ||ii(16]1NVar-] ale mual=mralel| 
val=m O)r=hVccl em enlelcim )rohymealcelelelamiatmel-]ani> 
twice in order to achieve the ‘good’ 
Taleflaler 


—_ 


aa k. 1 Me oi ‘im Om: 


2 = 


a et et at Set et 


= i See eee 


ao 


- aa! ‘- 








CEL? 


Karate Champ, known in Japan 
as Karate Do , developed by 
Technos Japan for Data East, 
was originally released as a 
1984 arcade fighting game. It is 
credited with establishing and 
‘ofe)9)0|r-] a4] ale Mumm (a(-Mme) (ote) ate) aT> 
fighting game genre. A variety 
of moves could be performed 
using the dual-joystick controls, 
using a best-of-three matches 
Ce) gaar-lanlL com Colts) amie] alijale mer-]anotoe 
and it featured training bonus 
stages. It went on to influence 
Konami's Yie Ar Kung Fu and 
o)dat=yanite|aiilalemel-lealese 


The player assumes the role of 
ro .€=) f=] (> exe) 00] 91-10) 00) m=] ale Mmile ales 





against another player or the 
computer. Using two joysticks, 
players can execute a number 
of moves. 


Gameplay consists of a two di- 
mensional fight between Ka- 
rate characters wearing white 
and red gi, followed by various 
bonus rounds for the success- 
ful player. This pattern repeats 
itself in the next, more chal- 
[Tato [atom colelalemcy-1ar-\ey-|lals)mr-malon) 
background. Unlike most later 
fighter-type games, there are 
no health bar or hit points. A hit 
successfully landed ends the 
round and earns the player or 
ial isi) 9) efo)al-Jalar- im 9le)iale 





A Balm ilesimcomsiee)c-m \W'(om oleae) mimiao mate 
ner. If the player loses a battle, the 
game ends. The game also featured 
some early speech synthesis, in which 
the judge would call out such phrases 
as “Fight!” or “Winner!” It’s also spoken 
in Japanese in the Japanese version. 


The arcade version was shown briefly 
in the movie Bloodsport starring Jean- 
Claude Van Damme. 


Karate Champ — Player vs Player is a 
sequel to Karate Champ that was re- 
leased for the arcades shortly after the 
o) afe]far=]melllaialemtat-msr-]eal-m dts] @ 


The sequel is very similar to the origi- 
nal in the sense that they use the same 
hardware, have the same sprites and 
title screen, and the play mechanics 
are essentially the same although the 
computer Al is greatly improved along 
Wide exe)alige)m-)alemalime(-1¢-leul(e) ama Aaalo1e sols 
the original game started with the first 
level taking place at a dojo and all the 
following levels taking place at a tour- 
nament stadium, Player vs Player has 
the characters fighting it out over girls 


rs) (olers)i(e)atowrs) cele ave mialsme)a (en 


The NES version was developed in- 
house by Data East USA and released 
Tale \ Ko) ata Wyaaal=saler- Belem \(0)'(=100]9\>) am Bclolon 
This version was inspired by the Player 
VS. Player edition of the arcade game. 
The port was later released in Japan for 
the Disk System on July 22, 1988, but 
never made it to the cartridge-based 
Family Computer. Data East published 
this version of the game, both in North 
America and Japan. 


On May 7, 2010 it was announced for 
release on the iPhone OS platform by 
developer Revolutionary Concepts. 


Tam @Xo: (eo) 01~) am beloto mam 016) 8) (>) 01>) am B=] t-Bu mts sy 
brought suit against Epyx alleging cop- 
W206] alamialiaiale(=leat=yal@nce)m@uiecmey-lan(> mule) are) 
Karate Championship. The case went 
to the ninth circuit court. It was held 
that the typical purchaser of the games 
would not find them substantially simi- 
ele 
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Gradius is a horizontally scroll- 
ing shoot ‘em up video game 
developed and published by 
Konami, originally released as 
ra OO) a0) 8-1-1 (216 Mmr=| €@r=[0(- MNO r=] p8l 
in 1985. It was the first game 
in the Gradius series of shoot 
‘em ups. In Gradius, the player 
maneuvers a spacecraft that 
must defend itself from the vari- 
ous alien enemies. The game 
features a power-up system in 
which a weapon selection meter 
called the “power meter’, based 
1G] oko) aero) |(= ror} alemer-]@s-10] (>t Comm O10) ce 
chase’ additional weapons. 


a Mal=m 9)(-\Vic) enero) pi ige)\omualomie-latcme |p 
mensional spaceship Vic Viper, 
and must battle waves of en- 
emies through various environ- 
ments. 


The game became synonymous 
with the phrase, “Destroy the 
core!”, as the standard of boss 
battles in the Gradius series in- 
Zo) Wisco merelanley-lmUline- mel (-lalmer-lie 
in the center of which would 
be situated one to several blue 
colored spheres. These bosses 
would be designed in such a way 
that there would be a straight 
passage from the exterior of the 
ofr=Jalmere- lim’ /alveam(st-(elsme lave are 
one of these cores. The player 
must fire shots into this passage 
while avoiding attack patterns 
ice) aa taisy-) eXeam=y00) @)t-(ex>)ealsalicme)a 
the body of the boss. However, 
small but destructible walls are 
situated in this passage, imped- 
Tatom tat=m ole] |(=1mcjale)ecmice)pamel-lenralee 
ing the core, and must be whit- 
tled away by well-placed shots. 








When gameplay begins, the Vic Viper 
is relatively slow and has only a weak 
gun. This level of capability is generally 
Tasieisicei(=10] an ie)mm-valerelellalemm-val-vanl(=sseam olen 
Wal = MAVA( OMA | 9l=) mer>]amer=]|ame]K2t=](~) mere] ey-16) 1c 
ties by collecting and using power-up 
items. 


While most arcade games utilize dis- 
tinct power up-items that each cor- 
iKsys) 010) (6M (0 m= a) 01-161] | (OM =11(101 MO) AME IAT= 
player character, Gradius has a sin- 
gle power-up item. The effect of this 
power-up item is to advance the cur- 
rently selected item in a power-up 
menu that appears at the bottom of the 
screen. When the desired power-up is 
‘alfelalite|alcctemmcatcm 6) [-h¥(-)amer-]alme)e)-]lamim 8), 
pressing the power-up button, return- 
ing the menu to its initial state in which 
atom ole)\\(>) en] om lomallelaliie|aiccrep 


Ports of Gradius were also done for the 
Amstrad CPC, Commodore 64, Micro- 
soft Windows, MSX, NEC PC-8801, 
Famicom/NES, PC Engine, Virtual 
(Oe) at-Xe) [= amrs) al-] 4 0m, @ Pats) Al] 8 OD, Colo 1010108 
Mobile phones, Sega Saturn, Play- 


Station and Sinclair ZX Spectrum. vere sows wsre swan 


The NES version of Gradius _intro- 
duced a cheat code that would later 
became known as the Konami Code, 
reKomiMuelel(om ols MUlcy-comlamalllant=)eelesmielillas 
Konami games. In this game, input- 
ting the code while pausing the game 
would grant the player's ship to its xi- 
mum level. 


Gradius was also converted for the 
Nintendo Vs. Series arcade platform. It 
Fswale(slaliters] com tals im \| mtomn’dsle-)(0 lam elelal lap 
cludes no cheat codes and allows the 
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The Western cover art for the NES ver- 
Sy(o)amerts)iaalsxemlats)| Mimars(emsve)(emelalsmaaliiiiola 
copies in Japan. 


Gradius spawned several sequels, the 
first of which was 1986’s Salamander. 
The series has continued into the sev- 
enth generation with Gradius ReBirth. 


GameSpot stated that Gradius was 
one of the toughest side-scrolling 
shooter games available on the NES, 
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Gauntlet is a fantasy-themed 
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game by Atari Games. Released 
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video game arcade cabinets. It 
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cade games. 


Originally called Dungeons, 
the game was conceived by 
Atari game designer Ed Logg. 
He claimed inspiration from his 
son's interest in the paper-based 
(of) aal=m Dll alelsvolalowevm DB) e=l ele) alow] ale 
from his own interest in 1983’s 
Atari 800 home computer game 
Dandy. The game's develop- 
ment spanned from 1983 to 
1985, with a team being led by 
designers Ed Logg and Roger 
Zeigler. The working title be- 


came legally unavailable in April 
1985, so it was renamed Gaunt- 
let in May. Based upon some 
of the most elaborate hardware 
design in Atari's history to date, 
it is the company’s first coin- 
operated game that features a 
voice synthesizer chip. 


The players, up to four at once 
in the arcade version, select 
among four playable fantasy- 
based characters: The Warrior, 
"A421 06 PAV Aca) | 01, 0 >) Om mt) I t= [008 
character has his or her own 
unique strength and weakness- 
es. For example, the Warrior is 
strongest in hand-to-hand com- 
bat, the Wizard has the most 
powerful magic, the Valkyrie 
has the best armor and the Elf is 
the fastest in movement. 


Developer 
Publisher 


Designer 
Series 


Atar1 
Atari, 
U.S. Gold 
Ed Logg 
Gauntlet 


Release dates NA January 1987 


Genres 


NW, eyelets 


Hack and slash, 
Dungeon crawl 
Single-player, 
4-player multiplayer 











Upon selecting a playable character, 
the gameplay is set within a series of 
top-down, third-person § perspective 
mazes where the object is to find and 
touch the designated exit in every lev- 
el. An assortment of special items can 
be located in each level that increase 
players characters health, unlock 
doors, gain more points and magical 
potions that can destroy all of the en- 
emies on screen. 


The enemies are an assortment of 
fantasy-based monsters, including 
ghosts, grunts, demons, lobbers, sor- 
cerers and thieves. Each enters the 
level through specific generators, 
which can be destroyed. While there 
are no bosses in the game, the most 
dangerous enemy is “Death”, who can 
iate)me)al hae | e-l|aur-mevat=|e-[e1(-)mtcmalor-] |lapmelent 
is difficult to destroy. 


The game was highly profitable upon 
its October 1985 launch, reportedly 
earning one San Mateo, California ar- 
cade operator US$15,000 in sixteen 
weeks. Atari ultimately sold a total of 
7,848 Gauntlet video game arcade 
cabinets. At the 1986 Golden Joy- 
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stick Awards in London, Gauntlet won 
Game of the Year, and was runner-up 
in the category of Arcade-Style Game 
of the Year. 


Controversy arose after the release of 
the game in the arcade and its subse- 
quent port to the NES. Ed Logg, the 
(oro yeo1=t=] (0) m0) WACS)(=) £0)(6 (o¥ro] a(6 mOx=) a0] e\=16(>8 
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Gauntlet in the arcade version, as well 
as the 1987 NES release version. After 
its release, John Palevich threatened 
a lawsuit, asserting that the original 
concept for the game was from Dandy 
(E=) (<a Dye Talo Va DI Ul ale [=Yo)ay ur; Ier-|pal-mie)mual= 
Atari 800 computer written by Palevich 
in 1983. The conflict was settled without 
any suit being filed, with Atari Games 
doing business as Tengen allegedly 
awarding Palevich a Gauntlet game 
nats (oval asm mole (em (omre] (la mOlminlcmecc(eliala 
versions subsequent to the 1987 NES 
release. While he is credited as “spe- 
oif=] a dar-]al coun talcelele]ammbclolomm alicmalel anos 
entirely removed from credits on later 
releases. Logg currently claims no in- 
volvement in the NES release. 
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Donkey Kong Jr. Math, original- 
ly released in Japan as Donkey 
Kong Jr.’s Math Play (some- 
times released as Jr. Math Les- 
son, is a Nintendo edutainment 
game where players must solve 
math problems in order to win. It 
was released in North America 
for the NES’s nationwide launch 
in 1986, and in PAL regions 
in 1986. It is the only game in 
the “Education Series” of NES 
games in North America. 


The game features one and two 
player modes, both of which are 
single screen. In the first mode, 
the objective is to enter math an- 
swers in order to receive points. 
These questions include addi- 
tion, subtraction, multiplication, 
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and division. In the two player 
mode, two players control two 
characters as they race to cre- 
ate a math formula to reach 
the number shown by Donkey 
Kong, incorporating platform 
gameplay. The mechanics are 
similar to Donkey Kong Jr.; play- 
ers climb vines to reach higher 
areas in order to collect num- 
bers scattered around the area. 
In order to complete mathemat- 
ics problems, players must col- 
lect at least three things: the first 
number, the symbol necessary 
to reach the number shown by 
Donkey Kong, and the second 
number. When the game fea- 
tures a high number, such as 
66, players must collect multiple 
numbers and mathematics sym- 
bols in order to reach this. For 
example, players could choose 
a nine, a multiplication symbol, 
and a seven, followed by an 
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Developer 
Publisher 
Designer 
Release dates 


Nintendo R&D1 
INbbaresrete) 

Masato Masuda 

FDS October 21, 1986 
NA March 1987 

EU September 15, 1987 
Fighting, 

Sports 

Single-player, 
Multiplayer 





addition symbol and a three to reach 
the number 66. The two player game 
have two different levels, Calculate A 
and Calculate B. Calculate B is more 
challenging: Donkey Kong can ask for 
negative numbers, and the absolute 
values of the target numbers are in the 
hundreds instead of the tens. 


Since its release for the NES, Donkey 
Kong Jr. Math has been led to critical 
and commercial disappointment. Gam- 
eRankings reports an aggregate score 
of 32%, based on 5 reviews. It was the 
worst-selling launch title for the NES. 
Nintendo spokesman Tom Sarris said 
that it “wasn’t a big hit’, adding that no 
one was very enthusiastic about the ti- 
tle. He felt that if it had been received 
better, it would have led to more edu- 
cational titles. Author Andy Slaven, 
writing in the Video Game Bible, criti- 
cized the premise, deriding Nintendo 
for combining a well-liked license with 
math, which is generally disliked by 
children. Inside Higher Ed’s David Ep- 
stein did not find it to be a fun game, 
while 1UP.com’s Bob Mackey called it 
the worst NES launch title, criticizing 


it for its lack of value. He commented 
that Donkey Kong Jr. moves as well as 
an infant would in reali life. 


Donkey Kong Jr. Math has received 
criticism for its qualities as an educa- 
tional game. Elizabeth Sweedyk, as- 
sociate computer science professor at 
Harvey Mudd College, called Donkey 
Kong Jr. Math a realistic educational 
video game, criticizing such games 
as “not fun.” 1UP.com’s Kevin Gifford 
called it a game that children would 
never want to play. Fellow 1UP.com 
writer Jeremy Parish commented that 
the game shouldn't be judged on be- 
ing an educational game, citing quality 
educational titles as The Oregon Trail 
and Where in the World is Carmen 
Sandiego?. However, he noted that it 
should be judged for being a boring 
game. 


Regardless, the game has been re- 
leased on other platforms, includ- 
ing the video game Animal Crossing, 
which featured several NES games. 
Donkey Kong Jr. Math was re-released 
on the Wii's Virtual Console in Japan. 
on March 27, 200/7,[5] Europe and 
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Slalom is a skiing video game 
in which the player races in a 
series of downhill slalom runs 
Wall towm are Nalersltiale Bm ey-t>) am itolelomr=] are 
obstacles before time expires. 


Slalom was developed by Brit- 
ish video game company Rare 
by Tim and Chris Stamper. 
Rare had been looking to de- 
velop games for consoles in 
the wake of rampant computer 
game piracy in the United King- 
dom. They chose the NES for its 
nascent popularity, though the 
console had no Western devel- 
opers, and asked Nintendo for 
a license. When Nintendo de- 
clined, they reverse engineered 
the console and made a demo, 
S)F=] (0) 90m (om) 010)" amcal-mmere) 90] 8Y-] 0h’ 


Nintendo was astonished at 
their effort, and made Rare its 
first Western developer, begin- 
‘aliate r= Ile) ave mr-lalemei(es-{- mere) |I-]0\0) f= 
tion between Rare and Nintendo 
of America founder and presi- 
olla) mn alelae WAVEs].¢clutck 


Slalom was originally released 
in 1986 in the arcades as part 
of the Nintendo VS. System and 
was titled Vs. Slalom. This re- 
lease featured an upright cabi- 
net, a joystick, one jump button, 
monaural sound, and_ stand- 
ard raster graphics. There was 
also an optional controller up- 
grade that featured two physi- 
cal ski poles and shortened 
skis that the player could stand 
on and use to control the skier 





onscreen. The NES version was re- 
KYersteYoM ohVMNilalcclarelomiamNelaiawalnal-laler- min 
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15, 1987. Slalom was Rare’s first video 
game developed as a new company. 
It was also the Stamper brothers’ first 
Wi (el =YoMer=] pal-mexe) alcye) (> a1(st-hs\oe 


The game’s music was composed by 
Rare’s video game composer David 
Wise, his first NES composing job. In 
a December 2010 interview, Wise said 
that he found the NES sound board 
work challenging. He had to first code 
the HEX values for each note by hand 
before converting them into subrou- 
tines with a computer. Wise recalled 
thinking that his first NES projects 
sounded like doorbells. He was hum- 
bled that others continue to remix his 
tracks. 


Slalom is a single-player game in which 
players race downhill in a series of sla- 
lom races. There are 24 downhill runs 
total that are evenly spread across 
three mountains. Before the game 
starts, players choose their mountain 
based on difficulty: Snowy Hill for be- 


ginners, Steep Peak for intermediate 
players, and Mount Nasty for experts. 
The goal for each run is to reach the 
finish line within the allotted time. Play- 
ers must dodge obstacles including 
trees, flags, snowmen, sledders, and 
other skiers on their way downhill, or 
else they will tumble and lose time. 
With enough momentum, players can 
jump over these obstacles. Players 
aalOlcime=).d r=] c0)6) rem its lero (oment-liaitcliamealciis 
speed. If they ski on the wrong side of 
the flag, the racer will snowplow and 
slow down. 


Also located on the runs are moguls 
(bumps) that, when hit, causes the 
racer to go airborne and slow down 
slightly when landing. While airborne, 
players can perform freestyle tricks 
and earn bonus points. However, if the 
player botches the trick, the racer may 
tumble and fall, losing time. 


Reviews from the 1980s found Slalom 
unrealistic, but largely appreciated its 
graphics and animations. In contrast, 
AllGame’s retrospective review called 
dato mers] palm Olele)a\vment= (elem ale mael-jal-\ep 
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Rush’n Attack, originally re- 
leased in Japan and Europe 
as Green Beret, is an action/ 
platform arcade game released 
by Konami in 1985. Rush’n At- 
tack is remembered for its Cold 
War setting (the title is a play 
on “Russian attack”) and its relli- 
ance on the player using a knife 
to dispatch enemies. 


The player takes on the role of 
a United States special opera- 
ie) atswecyo)(6]() aml aliiiers]iiare mrs]! alot 
my military base in order to save 
several POW’s from being exe- 
olUi(=Yo Ml o)’amilaiale sxe (6l-(¢ mmm Malclacmrala 
four stages: a Marshalling Area, 
a Harbor, an Air Base and a Si- 
berian Camp. The omnipresent 
aliismers alu elom-10]0)@)()anclalccremnuiin 
captured arms. By killing certain 
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enemy soldiers, the player can 
obtain a three-shot flamethrow- 
er, a four-shot RPG, or a three- 
pack of hand grenades. At the 
end of each stage, the player will 
iroleomr- MU) al(eL0(-melcel6) ome) m-lalslaal(=ss 
specific to that stage: Stage 1 
ends with a truckload of run- 
‘aliateir=]aremmieln0]9n.dle:.d[alemesve) (el (-16-5 
Stage 2 with a pack of fierce 
dogs, Stage 3 with three shoot- 
ing autogyros and Stage 4 with 
eR) Ciel mealeliinccjale)mirslealsiialee\ isle 
operator. When the mission is 
accomplished the four rescued 
POWs salute and the player 
restarts the game from the first 
stage on the next difficulty level. 
While the player can remain still 
in one area and rack up points, 
if he takes too long to proceed, 
the game will start sending out 
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tougher enemies and eventually a 
stealth-like bomber will appear to take 
out the player. There's also an invisible 
time limit that will kill off the player if he 
takes too long to complete the stage. 
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Green Beret was released in Japan 
on April 10, 1987, along with a corre- 
sponding version for the NES (under 
the Rush’n Attack name) released dur- 
Talemdalcusy-lentommaalelaliam iam (elaiama\eal-ialer= 
and Europe. 


The player’s objective in the NES ver- 
sion was changed from rescuing pris- 
oners to destroying a secret weapon 
being developed in the enemy’s head- 
quarters. Additionally, a 2-players co- 
operative mode was introduced as 
well, allowing two players to play si- 
multaneously (with Player 1 in blue and 
Player 2 in red). The play mechanics 
are essentially identical to the arcade 
version, however the Flamethrower is 
removed (only the Rocket Launcher 
and Grenades remained) and two new 
power-up items are introduced: a Star 
mark which grants invincibility and a 
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are only usable for a limited period. 
The NES version also features two ad- 
ditional stages that were not in the ar- 
cade game: an airport set between the 
Missile Base and the Harbor, where the 
player faces a group of rocket soldiers 
at the end; and a new final stage set 
inside the enemy’s base in which the 
player must disarm a nuclear missile at 
the end that is about to be launched. 
The flamethrower corps at the end of 
the Warehouse stage was replaced by 
a paratrooper unit. 


The FamiCom version features a few 
differences from its NES counterpart 
by allowing the player to continue up 
to three times after a game over and if 
the player loses a life in the FamiCom 
version, his character will respawn at 
the very spot where he died instead 
of being sent to the last checkpoint (in 
the NES version, instant respawns are 
only allowed in the 2-Players game). 


The NES version ranked 99 on IGN’s 
top 100 NES games list. 
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Track & Field, known in Japan 
as Hyper Olympic, is a 1983 
Olympic-themed sports arcade 
game developed and published 
by Konami. The Japanese re- 
lease sported an official license 
for the 1984 Summer Olympics. 


The arcade version was re- 
leased in 1983. The simple 
gameplay, based on quick re- 
peating button presses, set the 
basics for sequels and similar 
games in the genre for the next 
decades. There were several 
home versions of the original; 
the ZX Spectrum and Amstrad 
CPC versions were only re- 
leased as part of the Game, 
Set and Match II compilation in 
1988, and are poorly regarded 
by fans. The NES version was 
especially well-received, 
and sold well. 


TRACK & FIELD 





Tamiats on arcade game, the 
player uses two “run” buttons 
(or a trackball in later units that 
replaced the buttons that were 
continually broken - some but- 
tons were originally replaced 
with buttons that had guards on 
them so players could not slam 
them with their fists) and one 
W-\eii(e)alm oluiicolamemerolalice)m-|am-liate 
lete competing in following six 
events: 


ae OL OR \V/(=1 (<1 am DY- lh) pee cel avaliale 
by quickly alternating button 
presses. 

a eo) ate [Ulan] 9 eeu mie lalaliale i o)’ara) ce 
ternating button press and cor- 
rect timing for jump. Hold jump 
button to set angle (42 degrees 
is optimal). 

¢ Javelin throw - Running by 
alternating button presses and 
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¢ 110 Meter Hurdles - Running by 
alternating button presses and using 
ral eui(e)alme]oiace)amiomilsal-malelcel(-sse 

¢ Hammer throw - Spinning initiated 
by pressing a run button once and then 
correctly timed press of action button 
Coe alele-\- m=] al8] (om Crom oWe) 8) [00110 F 

¢ High jump - Running (speed set 
'o)Yanere)90]9)01(< 1a r=] ale Mmlal=)amr-leile)ammelelive)s 
aaleloimm elm alt=) (emo le) pm emel-l(-)senllalcmelalel (= 
0) [6100] 9 MnO) arercmlamialcwr-)lemialcmavlamelelicels 
can be rapidly pressed for additional 
height. 


In each event, there is a qualifying time 
or level that the player must achieve to 
advance to the next event; failing to 
(o[UF=] I AYam Clalme)alomarcr-|mnie)mmaelalalialem-eaclalc 
or three tries in the other events) will 
reduce the player's number of lives by 
one, but if none are present in his/her 
disposal, the game will end. 


The game can accommodate up to four 
players, who compete in pairs for the 
cUlayaliaveMs\s1altcwmre) are Mm lavel\y(el6r-]|\amie)am late 
others. If there are fewer than four play- 
ers, the remaining slots are played by 





the CPU. 
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Track & Field to the FamiCom (as Hy- 
‘ol=)am ©) V2 00) )(e) Pum cal=\vame) al ham acer [Ule(-re mm (eels 
out of six events. Afterwards, they con- 
verted Hyper Sports to the FamiCom 
as well, this time including three of the 
Hyper Sports events and one more 
event from Track & Field. By the time 
the NES gained popularity in the Unit- 
ed States, Konami retooled the game 
for release in America by including all 
eight events from both games in one 
cartridge. Of the original six events 
from Track & Field, only the hammer 
throw is missing; in its place, however, 
are skeet shooting, archery, and triple 
olan ey 


The NES version of Track & Field was 
re-released in Europe in 1992 as Track 
& Field in Barcelona by Kemco in the 
light of the 1992 Summer Olympics. 
Bi at=me)ey=yallale syolale mm ce)mntal-m Ni =tom(-)6-1(0) 8) 
is the Chariots of Fire theme by Vange- 
lis (which was also used in the arcade 
version's high score screen). 
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Burgerlime is a 1982 arcade 
game created by Data East for 
its DECO Cassette System. The 
game's original title, Hamburg- 
er, was changed to BurgerTime 
before its introduction to the US. 
The player is chef Peter Pepper, 
who must walk over hamburger 
Tate] q=ol(=Ja) toy (eler=](-10 Bum (01 ¢@)-1- r= 
maze of platforms while avoid- 
Tate o)0]e<10] | ale Bmevat-|e-leil>) comune mmuals 
US, Data East USA licensed 
Burgerlime for distribution by 
Bally Midway. The Data East 
and Midway versions are distin- 
(oTU}KJal=xe lim ©)"amval-mment-lalejr-leie|a>) aes 
name on the title screen and by 





the marquee and cabinet art- 
works. 


The object of the game is to 
fofo)anle)(=itom-malejanley-)me)mar-lanlelelcep 
ers while avoiding enemy foods. 


When main protagonist, chef 
Peter Pepper, the player's char- 
acter, walks the length of an 
ingredient (bun, meat patty, to- 
mato, etc.), it falls one level. If 
al F-lalelowr-|(o)omr-]aleiat>)mlaleecvel(o aie 
the latter in turn falls one level. 
A burger is completed when all 
vertically aligned ingredients 
lat= hV{sm @\=1>) 0 Mm @|g0)9) 0\-10 NOL0| MNO) LAT> 
maze and onto a waiting plate. 
(©) sors w=) | Mo)0]ce(-)e-m-]n-mere)anle)(-1(-16m 
the game level is finished. 























While making burgers, the player must 
avoid the antagonists, three types of 
enemies: Mr. Hot Dog, Mr. Pickle, and 
Mr. Egg. Enemies can be dodged, 
stunned, crushed with a falling ingre- 
dient, or dropped by luring them onto 
re] aM late |q=1e|t>ialars) elem larslamer-]0\-)1alemim(enre]|— 
In this last case, the piece will fall two 
extra levels for every enemy caught 
on it. Enemies that have been crushed 
or dropped return to the maze after a 
few seconds. Dropped enemies award 
larger point values than crushed ones; 
therefore, to obtain a high score, the 
player must attract more than one ene- 
na\me)aliok-lamiale|/c=1e|(-)alm 10 \-jm0l-1(0)«-me| a0) 0m 
‘o)iatenie 
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shake on nearby enemies to stun and 
render them harmless for a few sec- 
onds. Extra shots are obtained by col- 
lecting bonus foods, such as coffee, an 
ice cream cone, or French fries, which 
appear in the center of the maze when 
a certain number of ingredients have 
dropped. 


There are six screens of increasing dif- 
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ficulty, with more burgers and enemies, 
burgers that have more parts, and/ 
or layouts that make it easier for Pe- 
ter Pepper to be cornered and harder 
for him to reach the ingredients. Com- 
pleting all six screens takes the player 
oy- (er. @comialomile-ime)alse 


Burgerlime was very successful. It 
was ported to several home computers 
relate Revo) als10)(=1> pw A\ 0) 8) (=i IWAN t=] 80740100 R151 0 
Micro, ColecoVision, Commodore 64, 
MS-DOS, Mattel Aquarius, MSX, NES, 
and TI-99/4A. More recently, it can 
be found on mobile phones, Pelican’s 
VG Pocket Caplet and the Wii Virtual 
Console. The game itself is also the 
last NES game released on the Virtual 
Console service for Wil. 


When Data East went bankrupt in 
VA) OG Fam Cr \V (ole (= mm olelu(e] a) am pales-)ame) mm DY-)t- 
East's intellectual properties, including 
BurgerlTime, BurgerTime Deluxe, Su- 
per BurgerlTime, and Peter Pepper's 
Koro @ic<y- 00 r-l0i(0) AVE 
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Castlevania, known in Japan 
as Akumajou Dracula (Devil's 
Castle Dracula), is an action- 
platformer developed and pub- 
lished by Konami for the Fami- 
Com Disk System. It was later 
ole) ac=1e mm (oMmor-|ata(ele(- mm co)geat-|amr-lale 
released in North America and 
European for the NES. 


Castlevania puts players in con- 
trol of Simon Belmont as he 
travels through Count Dracula’s 
castle, which emerges every 
100 years. Simon battles nu- 
merous bosses along his way, 
including Frankenstein, Igor, the 
Mummy Man, the Phantom Bat, 
Queen Medusa, the Grim Reap- 
er, and Count Dracula himself. 
Simon encounters Dracula in 
his lair and defeats him. He es- 
capes the castle as it crumbles 
apart and credits roll. The cred- 
its feature fake names to mock 
classic horror film actors such 
as Bela Lugosi, Boris Karloff, 
Max Schreck and Christopher 
Lee. 


Castlevania uses platform 
gameplay and gives Simon a 
Magic Whip to use as his stand- 
ra] 00 mant=1igleleme) mere) an) ey-)ar=IoM(>)| Woks 
move and jump. Simon’s whip 
has a delay between the play- 
ers button input and Simon’s 
use of it. Simon has a life me- 
ter and begins with three lives. 
When his life meter is depleted 
or he falls into a pit, he will lose 
a life. Once he loses all lives, 
he begins at the beginning of 
the block of stages players are 
in (of which there are six). Each 
screen transition leads to a new 
stage; players will eventually 
reach an area where they have 
to deplete a boss’ life meter 
which allows them to progress. 
Players can replenish health by 
ilareliavemalie(el>lamantsr-lal lam laromu\celi ts 
and can gain a new life by gain- 
ing a certain number of points 
(which are gained by defeat- 
ing enemies, picking up money 
bags, and completing a block). 
Simon can find items called sub- 
weapons that have different uses. 


See ee eee eee eee eee 








Castlevania was developed and published by Kon- 
ami for the FamiCom Disk System under its original 
title Akumajo Dracula. Due to its success, it was re- 
leased in cartridge format and was later released for 
the NES. The cartridge version was later released in 
Japan. It was one of the first major platform games 
on the NES and a part of an unofficial second wave of 
video games for the NES. Its release coincided with 
the 90th anniversary of Bram Stoker's Dracula. 


A game also titled Akumajo Dracula was developed 
for the MSX2 simultaneously. It was released a 
month after the Disk System game. It was released 
in Europe under the title Vampire Killer where it was 
the first game in the series to be re- 
leased. The MSX2 version featured 
different areas and a different struc- 
ture. 


Castlevania has been ported to a 
variety of different video game con- 
soles, handheld game _ consoles, 
home computer systems, and mo- 
bile phones. The NES release of the 
game was adapted for video ar- 
cades both as a part of Nintendo’s 
Play Choice 10 series and (with the 
addition of a two-player competitive 
play mode) the Nintendo Vs. Sys- 
tem. In 1990, versions of the game 





were released for the IBM, the Commodore 64 (both 
developed by Unlimited Software), and the Commo- 
dore Amiga (developed by Novotrade). A ROM ver- 
sion of the game was released for the Japanese Fam- 
[@xo)na alm hoje fom Mavom le) ame)aaliaccvomial-mal-lan(omacle|iiie-lice)a 
screen from the original FamiCom version (as well as 
Saving) and included an “Easy” mode. In 2002, Kona- 
mi released the first three NES Castlevania games for 
Windows as Konami Collector's Series: Castlevania 
& Contra. This was later added to GameTap in 2006. 
In 2004, Castlevania was released for the Game Boy 
Advance as part of the Classic NES Series published 
by Nintendo. The mock ending credits of the game, 
which are mostly puns on the names of veteran hor- 
ror movie stars, were removed in this version. How- 
ever, it does have the stage select feature. 


since its original release, Castlevania has received 
lt was rated the 22nd best game made on a Ninten- 
former ranked it the 48th best game 

. a = : 
the industry. IGN ranked it 19th on : 


generally positive reception. It sold impressively and 
was considered a classic by Retro Gamer and IGN. 
do System in Nintendo Power's Top 

200 Games list in 2006. Game In- 

ever made in 2001; the staff noted fr | 
that its gameplay set a standard for ql rs, 

their list of the best NES games. - ' 
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Ikari Warriors is a_ vertically 
scrolling, shoot ‘em up arcade 
game developed by SNK, and 
published in the North Ameri- 
ca and Europe by Tradewest 
in 1986. Originally titled Ikari 
(“Fury”) in Japan, Ikari War- 
riors was SNk’s first major 
breakthrough US release and 
became something of a clas- 
sic. The game was released at 
the time when there were many 
Commando clones on the mar- 
ket. What distinguished Ikari 
Warriors were rotary joysticks 
and a two-player mode. 


The player takes the role of 
commando-like warriors named 
Ralf and Clark, who must try to 











4 








LL. L. 
| 
ft. 
we a 
— 
| 
: 
cr a 


reach the village of Ikari. Enemy 
units attempting to kill the player 
include tanks, enemy soldiers 
and helicopters. A number of 
power-ups along the way help 
the player achieve victory. 


Ikari Warriors was the first pop- 
ular video game to use rotary 
joysticks: those which could be 
rotated in addition to being 
pushed in eight directions (TNK 
Ill, released in 1985, also from 
SNK, was the first to use such 
joysticks). The game also fea- 
tured two buttons, one for the 
Standard gun and another for 
lobbing grenades. It allowed two 
players to play cooperatively, 
side-by-side — one of the few 








games to do so at the time — and to 
use vehicles. The game cabinet was a 
i reJalerel comers) stein 


The player begins as one of two com- 
mando-type warriors, garbed in red 
(Ralf) or blue (Clark). They must pro- 
ceed from the bottom of the screen 
upwards, towards the village. Trying to 
o)geyVi=) al mcals)anmige)samacr-(ealiaemiarcmvalitale(= 
are enemy soldiers and other units. 
Along the way, players may comman- 
deer enemy tanks to help fight their 
way through the enemy personnel. 
The tanks are immune to enemy bul- 
lets, but have a limited supply of fuel 
and will sustain damage when it runs 
out or the tank is caught in an explo- 
sion, taking the player with it unless he 
can exit the tank and get clear before it 
blows up. 


Ikari Warriors was also the first “‘Com- 
mando’ style game to give the player a 
Traalicsyemrs)aalelelalmevarslanianlelalincear 


Turning the joystick changed the di- 
rection the character faced independ- 
ent of the direction the character was 
na\e)Vi]a\¢ Furs \owmexelalige)|(-1o mm o)’am elUr-valiale mm tals 


joystick. This gave the player freedom 
to attack or walk in eight different di- 
rections. No shot is fired from directly 
In front of the player; the warrior uses 
ivalomparelevaliatcmelOlamiamealtsmale|aimar-)ale mer] are! 
throws grenades with his left. If a play- 
er takes too long moving up screen, 
the computer starts using “call for fire’. 
A red spot appears below him. This is 
tracking fire to speed up the game. 


Ikari Warriors was ported to several 
home systems of the era including the 
NES, PC, Apple II, Atari ST, Atari 2600, 
Atari 7800, Amiga, C-64, ZX Spectrum 
and Amstrad CPC. 


A lesser-known port of the game exists 
for the Sega Master System, distrib- 
uted under the label of Time Soldiers. 
Though the game was developed by 
now-defunct publisher Alpha Denshi 
and distributed outside of Japan by 
Romstar, the game was originally pub- 
IKJat=ro ll o)Vae) Ni @r-] ale mismielalerolaalsiairclihvarela 
SNK title. It has been purported to be a 
i dalolo: ae) i me)m | ¢- |e mAlc-]anle)esemcalelelelamials 
considered the actual Master System 
port of Ikari Warriors. 
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Kid Icarus is an action platform 
video game for the FamiCom 
Disk System and the NES. 


iW al=ou ©) (0) xe) im 4(0 Im (or-] 00 loc \V0) KV o1s 
around protagonist Pit’s quest 
for three sacred _ treasures, 
which he must equip to rescue 
the Grecian fantasy world Angel 
Land and its ruler, the goddess 
Palutena. The player controls 
ma lmcalcelelelame)t-ltie)sanm-lecr-lomu allie 
ite ]ahdl atom aate)alic-1e-mr-]alemere)|(-Leill are! 
items. Their objective is to reach 
the end of the levels, and to find 
and defeat boss monsters that 
guard the three treasures. 


This game was designed at 
Nintendo’s Research and De- 
velopment 1 division, while the 
programming was handled by 
dalom>y.4ic) gars] mexe)an) ey=lanvamiaiccy ile (oval 
Systems (known as Myth of 
Light: The Mirror of Palutena at 
the time). The game was devel- 
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System because the peripher- 
al’s Disk Card media allowed for 
three times the storage capacity 
of the FamiCom’s (and NES’s) 
(ofo)alsfo)(= a= er-] at gle (6{>t- mmm @xo)anle)ialo1e 
with the possibility to store the 
players’ progress, the floppy 
disk format enabled the devel- 
opers to create a longer game 
with a more extensive game 
world. Myth of Light: The Mirror 
of Palutena was Toru Osawa’s 
debut as a video game design- 
er, and he was the only staff 
member working on the game 
at the beginning of the project. 
Osawa (credited in the U.S. ver- 
sion as Inusawa) intended to 
make Myth of Light: The Mir- 
ror of Palutena an action game 
with role-playing elements, and 
wrote a story rooted in Greek 
mythology, which he had al- 
ways been fond of. He drew the 
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pixel art, and wrote the technical specifi- 
cations, which were the basis for the play- 
able prototype that was programmed by 
Intelligent Systems. After Nintendo’s ac- 
tion-adventure Metroid had been finished, 
more staff members were allotted to the 
development of Myth of Light: The Mirror 
of Palutena. 


The game was directed by Satoru Okada 
(credited as S. Okada), and produced by 
the general manager of the 
R&D1 division, Gunpei Yokoi. 
Hirokazu Tanaka composed the 
music for Myth of Light: The Mir- 
0) Me) uc] 101(=)at- Mm A0)-18) (ORey=1,¢-] 0810 
to (credited as Shikao.S) joined 
the team as soon as he had returned from 
aliswvcelerst(olakevits)miarokerolan)e) (sve )ame)miV/(=11ne)(ep 
He streamlined the development process, 
and made many decisions that affected 
the game design of Myth of Light: The Mir- 
ror of Palutena. Several out-of-place ele- 
ments were included in the game, such 
as credit cards, a wizard turning player 
(o; a=) f= [ei (=) au eal ale dr] am =16 [6] 9) (-alemr=)alemr-m[-]80[-m 





moving nose that was meant to resemble 
composer Tanaka. Sakamoto attributed 
this unrestrained humor to the former per- 
sonnel of the R&D1 division, which he re- 
ferred to as “strange”. Osawa said that he 
had originally tried to make Myth of Light: 
The Mirror of Palutena completely serious, 
0) 0] me) ®)c=16 iio) mr- Im anle)g-mual0|aale)gel0i-mr-] 0) 8) xey-[en 
after objections from the team. 


To meet the game's projected release date 
of December 19, 1986, the staff members 
worked overtime and often stayed in the 
office at night. They used torn cardboard 
boxes as beds, and covered themselves in 
curtains to resist the low temperatures of 
the unheated development building. Even- 
tually, Myth of Light: The Mirror of Palute- 
na was finished and entered production a 
mere three days before the release date. 


Despite its mixed critical reception, Kid Ica- 
rus is a cult classic. Reviewers praised the 
ore} patomcolmiccmaalers)(om-] ale icmenlpaielecme)mel-les(on 
play elements from different genres, but 
(ol si dei 4<1o Mitsme| r=] e)al(excer-]arem alle lame linicee inva 
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To prevent the player from becoming 
too “greedy”, the game automatically 
sends the player to a Torture Room if 
they obtain more than 9 Mighty Coins 
or 99 seconds on the game's timer. The 
only way to escape a Torture Room 
without losing a life is to complete a 
number of jumps, which are counted 
down on the screen. Once the player 
exits the torture room, Jack automati- 
cally loses all Mighty Coins, the timer 
is reset to 60 seconds, and the game 
recommences from the beginning of 
the current level. 


A Nintendo VS. System version of the 
game was released in 1986 for the 
Japanese market (not to be confused 
Wide dato we) gle} lar=|imelote|(er=](-16 m=] ger-16(- MAY -1 
sion). Differences between the original 
and VS. versions include adding a two- 
'o)FehYis) mua glelel> mes are) ave [ale Mm tatom (eler=]((e)alome)i 
some secret passages and removing a 
warp in the Royal Palace rooms. 


The game received mixed to nega- 
tive reviews, with Gamespot calling 








The game received mixed to negative 
reviews, with Gamespot calling the 
game “repetitive” and “broken”, while 
Eurogamer called it “[kind of] clever’, 
ida{ol0 (6) alm ale) Mx» Cole1lhVane(2\-) 0am L©1\ mer-]|(=16) 
the Wii Virtual Console version of 
W/Ife] ais¥am =1e) 90] 9 ee l- | 01, qumr- Im 9l010) mmxer-larel(er=]K= 
for your time investment.” 
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Nintendo Life criticized the game’s 
platforming and level design, stat- 
ing that “dynamics of [the game] are 
somewhat broken” and that “the key to 
success is anticipating how [enemies] 
will move in order to get past,” because 
their behavior is “almost random.” On 
the other hand, Nintendo Life praised 
the game’s secrets, which “adds some 
replayability,” and the game’s sense of 
humor. 








